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AN EDITOR, ASSEMBLER, MONITOR AND 
ANALYSER THAT REPRESENTS A NEW APPROACH 
TO MACHINE CODE DEVELOPMENT. 


Produces tokenised source 
files which occupy about 
half the normal space and 
accelerate assembly to 
three times the normal 
speed. 

dia 


MOUTE 


e 
to and from tape and disc from 
within the editor. Source files from 
other popular assemblers caft be 
Ipaded and tokenised, 

* À full screen editor which 


rebloces conventional text 


handling with a block/poragraph ' 


numibering scheme 


LASER GENIUS, the definitive system 
for machine code programmung, 15 
part of the OCEAN "Innovation ond 
Quaity” range, brought to poi with 
he combined skills and resourcesof 
OCEAN and OASIS [producer of 
“Wilute Lightning) Other eosy to use. 
products EH this ronge mil! include 
extended BASIOs, Compiers, soteei 
destaners, FnuUSE COM púsers Oro mera 
NPOCESSOFS Lo moke VOL Bro naan 


more cewordinp: or cReRE 


A full two-pass macro 
assembler (co-resident with 
thg editor) which supports 
input/output from tape and 
disc, conditional assembly, 
intelligent assembly of 
subroutine libraries and 
inclusion of named files 
from tape or disc. 

“ Butt incolculator with'accessto 
symbol table after assembly. 

“ Symbol table moy be saved and 
loaded for cross reference dna 
setective assembly of subroutine 
libraries : 
* Z20 mnemonics con be freely 
mixed with Phoenix, a high levei 
compiling language. 


has all the usual features of 
a relocatable front-panel 
debugger plus: 

“ Disassembly to screen, printer 
tape or disc with CALL and JUMP 
labels qutômatically generated 
Disassembled files con be loaded 
into the assembler, edited ana 


“re-sossembled 


* 4 slow running modes wilh'a 
troce facility thol allows the path 
ofa program to be stored so that 
bugs conbe traced back to their 
SOUFCe. 

* [7 types of breaokpoimts are 
available — up to & con be set al 
any done me, Options include 
“down-count” and control of slow 
rur modes. 


A completely nesconceptim 


brogram debupeing. This unigue 


utility allows you to execute up tô, 


ten onalyser programs that 
scrutinise your machine code 
program white tis EJANINA. WA Pu py 
a particular conditions found tl 
progçam will Break mithan opt 
to troce the path taken 
Forexample, ifa program croshes 
writing Extrangous data to the 
screen, the analyser con be set to 
run the program up to the boimt 
that a 'write' is made fo o 
particuior red of she screen. The 
bath con then be listed to find 
where the error originated. 
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| REGULARS 


| | ZEDITORIAL 


News ofthe Amstrad takeover réaches Ludlow 


12 NEWS INPUT 
| Roving reporter John Minson attended the press 


| conference where Alan Sugar and Clive Sinclair 
| told the world what was happening. Fortunately, 
| they didn'tserve alcohol so THIS report is 


coherent! 


37 LLOYD MANGRAM'S FORUM 
Inwhich Lloyd is taken to task once more, and 
takes on the task of collating the best of this 
month's correspondence 


55 PREVIEW PAGES | 
An early shufti at Incentive's GRAPHIC | 
ADVENTURE CREATOR, Mikro-Gen's EQUINOX | 
and of course more from Merely Mangram | 


65 PLAYING TIPS 

Fresh from the excesses of last month's 
extravaganza, Robin C put finger to Spêctrum 
keyboard and comes up with another-selection oí 
tips, hints and pokes 


70 CRASH HOTLINE AND ADVENTURE 
CHARTS 


73 LLOYD MANGRAM'S HALL OFSLIME | 
Yukky poo! K's open season this Spring on the 
Ludiow gibbet 


| 
78 CRASH COURSE E 


| Rosetta finds a líttle bit of software for all ages 
| this month 


a | 85 SEAN MASTERSON'S FRONTLINE 


The tiny terror of strategical synergy peeks into 
the past with a mini Strategyback 


89 DEREK BREWSTER'S ADVENTURE 

FRAIL | 
Derek goes on à budget adventure this month,a | 
sort of package tour 


97 SIGNSTUMPS 
Another collection ofadventurers' problems 
solved 


700 TECH NICHE | 
Franco Frey examines a brand new animation n 
package, while Jon Bates wrestles with the MIDI | 
capabilities of the 128K machine 


104 SIMON GOODWIN'S TECH TIPS 
Mr Goodwin explains all this RGB /Composite 
Valeo business, comes up with a Composite 
Video interface, delves into the SpecDrum and 
looks over some utilities 


105 RESULTS 


| | A prizewinning extravaganza in which we reveal 
| | notjustwinning names, but some of the entries to | 
| | recent competitions 


| delightful líttle challenge .. 


ISSUE No. 28 May 1986 


"FEATURES 
| 8 STRAW POLL TIME 


We take an early peek at the results of 
CRASHTIONNAIRE '86 


14 GONZO JOURNALISM 
Hunter 5 Minson continues his peregrinations 
ILMILWD) through life 


45 MY. My, MARTECH 

In which ve learn of Martech's plans for the future 
and take a good look at their next release, THE 
PLANETS 


74 DOWN AT DATA DESIGN SYSTEMS 
Halesowen is the place, computer programming 
5 the game and selling the product is the aim 


*5 FANZINES UPDATE 
Hannah Smith checks out what's been happening | 
| [e the independent publishing front since we last | 
ooked | 


e — — 


| 46 SAI COMBAT COMPETITION 
Invent a martial art and you could have £ 100 
| Worth oflessons in a real martial artof your choice 


| 52 VROOM VROOM 

The folks at Durell are offering a radio controlled 
Porsche to the winner of their Design an 
Agentmobile comp. Games on offer, too! 


61 WIN ANOTHER 128K SPECTRUM 
Well, we pr robably wouldn't let you win two in à 
OW, buthere's another chance to have a go at 
collecting some very nifty hardware, courtesy of 
SS] 


| 82 DR WHO COMPETITION 


| Alisorts of Dr Who goodies on offer in this 
“ Micropower are 
| NR pu do prizes 


CRASH into June: at the 
Newsagent's on May 29th 
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À iroiia ramming team 


a 


that brought vot the Sensational No.1. 
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Officially Licenced Coin-Op Classiçtrom. 


o | ) 


= 
Es 


Spectrum 48/128 — elos pias) 
Amstrad — £8.95 (cass] 

— £144.96 (disc) 

Commodore 64/128 — E9.95 (cYss) 
— [14.95 (disc) 

BBC B/Electron — £9.95 (cass) 

— E 14.95 (disc) 

Commodore C16/+ 4 — £7.95 (cass) 


Elite Systems Ltd. Anchor House, Anchor Road. Ald 


* comes . 


Just send à Cheque or postal order payable 
to Elite, or quote your Access or Visa no. to 
get your copy of Ghost's 'n' Goblins 





E RR | Inside Your 
F)TTIDA Daily 

pra E ERIC: Shocker 

E ARS Today 





| DP MON PAGE 3 MAX HEAD- 
wW 4 ROOM as you've never seen 
| | | Rea ) | p= “A him before. The Shattering 
da " To BR YTTÃiSM WATuthaboutclaSSon the 
NE. P | B | W Amstrad. Famous Golfer 


mm) Defects From Commodore 
| and Spectrum. 





YTS BOY THWARTS 
POTTY PROFESSOR 
by Scoops McBoozer 

The existence of a secret lab 


under Kew Gardens was 
discovered yesterday by 
Youth Trainee, Jeremy 
Windburn (17). 


When congratulated on his 





couphereplied, OhGosh! It Pré Pr 

was nothing.” Windburn (16) BW | E E 

is employed by the Shocker | | É Rm Rm 
as a trainee photographer à = al 
and this was his first assign Te rsr=aREI 
ment.Breachingthesecurity E Ed Em É = MA RE 
system he managed to M Ih ê y E | Tal 


capture photographs of the 





À spokesperson from Quick- of 


latest inventions from the the motorious  Potty 
manic mind of the jailed silva today  comfirmed Professor Pillock. 

Professor Pillock. On his rumours that they are about 

return Windburn (47) was to release a game based on Sellingat £8.95this program 
rushed to hospital to be the exploits of the famous will be available for 
detoxified after braving the Jeremy Windburn. To be the Commodore 64 and 


terrors of the radioactive 
underground lab. His 
girlfriend pouting blonde 
Amanda (19) said “What a 





titled HOCUS FOCUS, this 
follows the exciting media 
coverage of his daring raid on 
the secret underground H.Q. 


Spectrum. À source close to 
Windburn, rumoured to be 
Amanda (90) said “I'll have 
four ofeach”, 


hero! 


| E—— o —oo——Oooo p= apre reegeaaqes opa e renparuga e 










" 
A ny VOLND BAHV CUARVED Please rush a first edition copy of HOCUS FOCUS to me at 
T DAILT SMULAERO Game... siim 
ú | ) 
Ep a as dardo pen aersa IADDRESS asp a 
from; À emsisis sro iem e aja ça sad DE RG a) ERRADA a od [ 
Es ' 
SPECTRUM E 
| na : 
| Please tick | 
ou “Quicksiva o COMMODORE 647 | 
OCUS FO Ui jo FOR | enclose a cheque/PO to the value of £8.95 made payable to! 
ND SPECT RUI | Quicksilva Ltd. i 
Ee 95 | SEND TO: Quicksilva Mail Order, Units 1 and 2, 
| Es p Conlon Developments, Watery Lane, Darwen, Lancs. : 
LIBERTY HOUSE, REGENT STREET, LONDONWIR 7DB 
TELEPHONE 01 4390666 


Clive 
option put to 
Sugar S offer of 
the worm 
n 


straightforwe 
innov ative 
inch disc SY ste 


on their present range 0! 
computers. 

| na out the opposition 
| y depé rture 
in the pas 
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THANKS A MILLION! 





(Well thanks, a 89,441 in the UK, anyway) 


giedad ! Led ou, We've just 
e figures from the 
VE bind of Circulations (the 
people who keep an eye on 
with dei sales and come up 
definitive circulation 
o res), and they reveal that 
His the biggest seillin 

computer magazine in the UK 
and Eire. Gosh! 

And it's all down to you, dear 
readers, the nice people who 
scamper out every month and 
purchase a copy of CRASH thus 
paying our wages, keeping the 
team in Old Flatulence Bitter and 
cheese and onion sarnies and 
allowing us to sit here in Ludlow 
playing computer games and 
writing the magazine. It'Il take a 
bit of doing, getting to the 
million — but who knows, eh? 

Shifting gear slightly, we've 
been able to conducta bitofa 
straw poll on the 
CRASHTIONNAIRE forms with 
the aid ofour very own Database 
Minion, Gaz. He's stopped up 
nights, worm his contact lenses 
to a frazzle by staring at a 
computer screen and input the 
data from 500 of your forms so 
far. The preliminary findings are 
interesting, to say the least, so 
here's a bijou rounupette of the 
results so far. Fuller details will 
be made available in a later 


A 
9,83. 
64 


te 
ho, 


ar 4 
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issue, aftera lotmore timeatthe 
board 


Faking things in order, it 
seems that most of you have 
been reading CRASH for a good 
while now — 56% of you have 
bought more than nine copies 
since May last year. Welcome 
aboard to the other half of you 
who caught on to CRASH more 
recently. Nice to have pes with 
us. One thing that really should 
pre Aria this sharing of copies 

— surely you want 
our very own copy to treasure 
or evermore (thereby making 
our contribution to the Editor's 

r Fund). Fortunately, no-one 
in the sample of 500 readers we 
examined actually allowed ten 


| Escio to read their copy of 


RASH, but fifty of you naughty 
peoples said nine people read 
your copy regulary! Maybe we 
could go for the million after all, 
ifonly we could persuade you 
generous types to be a bit 
meaner... 

in terms of the aa ads of 
other ce ter magazines, 
after CRASH, Si r User came 
out tops, as Polo 27% of the 
votes and pipping its stablemate 
Computer and Games 
into second place (25% ofthe 
fave rave vote). Your Sinclair 
was only just third, with 23% 
and then itwas right down to 7% 
ofthe vote dd rd E 
Computing an 
Computer Gamer, followed by 
ZX Computing and Personal 
Computer World with 8% and 
5% respectively. 

Ar awful lot of you intend 
buying another computer in the 
next twelve months — 128K 
a ectrums, or are there a couple 

of putative (LMLWD) Cray 
owners out there? 78% of the 


THE MONTHLY 
SOFTWARE STAR 
FOR YOUR 

US GOLD 


|| CALENDAR 





| Tips came top again in the 








fespondents in thá sample, 
claim to have plans for à new 
computer. Hmm ... maybe their 
Spetrurris are getting tired with 
all the games they play. 
Not too surprisingly, Playing 


rioritised list of your favourite 

its of CRASH, followed by 
arcade reviews, previews and 
competitions. Lloyd has carved 
a nice solid niche for himself, 
with Merely Mangram coming 
imin fifth place and the Forum in 
sixth. Down at the bottom of the 
class were Frontline, Hall of 
Slime and Bugbox. 

We seem to have cracked the 
dei 5 rosie to most 

ple's satisfacton. À massive 
87% o you reckoned the rating 
systern wáãs 9000 and 
absolutely no-one thought it 
was bad. 81% a res with the 
ratings 'Quite Often', and again, 
no one ever disagrees totally. 
When it comes to buying games, 
84% of you, in total, are 
influenced Quite Ofter' or 
Every Time” by CRASH ratings 
and a couple of people (literally) 
claim never to be influenced — 
perhaps they never actually BUY 
games. Bad tellows! 

As to the reviews themselves, 
the solid weight of opinion fell 
behind the way we are doing 
things at the moment, with a few 
ago thinking we ought to do 

ofthings. Mostof the 
respondents reckon we've got it 
right in terms of length, amount 
of revigwers opinion and detail 
but the same group of people 


| want more screenshots. We'll 
| see what we can do, but 


Cameron tour rito lensperson) is 
already Struagl ing with a bit of 
an ego problem having sneaked 
into Se photocaptions, and he's 
kept very busy as it is. 

n terms of your comments, 


we haven'thad time to do a full 
analysis ofthe 500 forms we've 
looked at — the Database is 
great on sums and numbers but 
has all the intelligence of a 

1 revigwer when it comes 
to understanding English! A 
couple of choice comments pop 
out of the general sea of 
opinions about percentage 
systems and ratings though, 
including one wrally who asked 
for a rating on the price, WVot's 
VALUE FOR MONEY THEN. 
Never mind, A fewfolks came up 
with “Include me as a reviewer”, 
not unreasonabiy:; one person 
asked us to include the maker's 
opinion while another said 
“don't let the adverts bias 
you!" Someone else asked for 
ten reviewers opinions on each 
game. RGH! 

“Lhoyd's photographic image 
seems to be one ofthe 
additional features CRASH 
readers crave — one chap 
wanted a 12 foot poster of Lloyd, 
no less! More Maps and Tips isa 
popular request, and there are 
quite a few calls for more 
serious programming articles. 
Just about everyone in the 
sample seems to want more of 
existing features or new 
features to be included rather 
than less of anything that's 
going on between the CRASH 
covers at the moment. Much 
pondering will follow over the 
next few weeks and we'll do our 
best to heed your wishes. 

Well, there you go. A quick 
taste of your opinions to be 
going on with — with luck, andif 
everything goes according to 
PLAN A, we should be able to 
reveal the full analysis of 
CRASHTIONNAIRE 'B6 next 
month, and share the well kept 
rios of what CRASH readers 

rink! 


Carlisle 
Web Offset 


Advance Works, Wallace Road, London N1 1PQ. 
Telephone: 01-226 0400 

«.«« Would like to congratulate 
Newsfield on their success in 
achieving the highest sales for 
any Computer Magazine in 
the UK and Eire today. 

We are proud to have been 
associated, as the printer, with 
Crash from an early stage as it 
has grown in print run and 
pagination to its present size. 








CONGRATULATIONS | 
FROM ONE MARKET LEADER TO ANOTHER É 
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— À GREAT TEAM! 
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SINCLAIR'S BITTER PILL? 


ltwas a supremely logical move, 
really, the liaison between the 
boffin and the barrow boy. 

Sir Clive Sinclair's 
commercial past, not without its 
| suecesses, has followed an 
“erratic and at times traumatic 
course. His talent for innovation 
has never been in dispute — his 
technological advances have 
contributed a great deal to the 
“quality oflite, if notexactly to the 
fabric of society, and his . 
inventing career began while he 
"was still in his teens. 

Alan Sugar was another 
teenager who showed promise 
— starting out as a street trader 
selling car aerials he has applied 
' hismarketingexpertise | 
consistenthy well, arranging for 
products that people want, to be 


manufactured ata pricetheytrip . 


| Over themselves to par. Now 

Alan Sugar is personally worth 
over two hundred million 
pounds, and heads up a 
remarkably successful 
company. 

Clive Sinclair's computer 
products are now owned and 
will soon be sold by Amstrad, 
who can apply their marketi ng 

enius to the fruits of Sinclair's 

ardware genius. The £Smillion 
cash Amstrad stumped up for 
the intellectual and marketing 
nights for Sinclair's computers 
represents a bargain — there's 
little doubt that Amstrad should 
be able to recoup their 
investment within twelve 
months. Even if Amstrad have to 
spend a further ten or eleven 
million pounds for the stocks, 
work in progress and commited 
orders under the terms of the 
agreement announced on ?th 
April, they have still got a 
remarkably good deal. A total 
investment Of some £15million 
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Return to khaca Atlantis 93 
RE pura as a 
Pocket Money Software EE 
Incredible Shrinking Fireman 
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INDEX TO GAMES REVIEWED IN THIS ISSUE 
Max Headroom Quicksilva 23 


Central Solutions 






“Hocus Focus Quicksilva 32 


for the Sinclair name, the 
existing range of Sinclair 
computers and the first option 
on amy new computer related 
products from the Sinclair stable 
wasníttoo painful a 
commitment for Amstrad to 
make, considering their profits 
for the last six months of 1985 
weighed in over the £27million 
mark. 

Not so long ago Clive Sinclair 
was firmby in the limelight, 
knighted, invited to Downing 
Street to give his opinions on 
technology, head of a roaringly 
successful computer company 
and personally worth so many 
millions they were hardly worth 
counting. Clive Sinclair was 
aniádaa in the public eye. Most 

eople had heard of Amstrad, 
ut Alan Sugar was hardly a 
household name. 

Now the tables have turned. 
Alan Sugar is personally worth 
more than twice as much as Sir 
Clive ever was, heads a 
company which dominates the 

K home computer market 
(amongst other things) and is 
the Golden Boy of City 
Institutions who are knocked out 
by Amstrad's escalating profit 
figures. Sir Clive Sinclair is 
returning to the research that is 
included in the title of his 
company. Sinclair Research has 
done the honourable thing, 
ane to pay off all its debts 
and left the home computer 
market. Sir Clive retains rights to 
the pocket television and has set 
up two companies under the 
wing of Sinclair Research to 
develop wafer scale integrated 
circuits and 
telecommunications products, 

Apart from the commercial 
sense involved in buying up a 
competitor whose share of the 
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market — entertainment 
computers — your company 
covets, Amstrad may have had 
another reason for acquiring a 
ready-made product range. The 
OL, is likely to be scrapped or 
sold off. Amstrad has control 
over the Spectrum 48, PLUS and 
128 and has first option on the 
Pandora. Maybe Amestrad's 
involvement with the Spectrum 
will provide the answer to many 
a Spectrum owner's dream — 
disc drives at a reasonable price. 
“Admittedly three and halfinch 
drives for the Spectrum were 
announced a few weeks before 
the Amstrad takeover. But it just 


= mightfit in with Amstrad's plans 
to add three inch drives, as used 


intheir existing range of 
computers, to the Spectrum. 
They have the purchasing 
power to market the appropriate 
drive and interface for a price 
that competes favourably with 
the Interface 1 and Microdrive 
set-up. AÂmstrad's new machine, 


| compatible with the IBM PC has 


to use five and a quarter inch 


| drives, The fact that Amstrad's 


next machine will not be 
incorporating three inch drives 
could possibly have contributed 
to the continuing reluctance of 
disc manufacturers to increase 
production of the three inch 
medium. Perhaps the Sinclair 
tie-in will be used by Amstrad as 
a carrot to nudge disc 
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manufacturers into ending the 


| current, painful shortage of 


three inch discs, An end to the 
shortage of three inch disecs 
would have immense benefits 
for Amstrad themselves, 
software houses and users of 
Amstrad machines. 

And with Amstrad's new 
found commitment to 
entertainment computing 
centred on their new 
acquisition, the Spectrum, the 

james plaving world could be in 
for a boost. There's no reason 
why the board in the basic 48K 
machine couldn't be dropped 
into a case which included a 
joystick interface, cassette deck 
or disc drive and didn'thave a 
keyboard. A games console, no 
more and no less. The same 
board could be an add-on for 
Amestrad's IBM lookalike and 
other machines in its range, sold 
as a peripheral which É vei the 
serious users Amstrad likes to 
feelithas snapped up fancy a bit 
of light entertainment. 

“Nothing ever goes the way | 
plan it”, Sir Clive said at the 
press conference called to 
announce the sale of Sinclair's 
computer rights to Amstrad. In 
the long run, for Spectrum 
games players and everyone 


else involved in the market, it's 
| unlikely he could have planned it 


better. 
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Now Available on 
SPECTRUM 48K 


Aligata Software Limited, 
1 Orange Street, 
" Shelfieid 51 4DW 
Tel: (0742) 755796 





jappened a week earlier we'd all have though 
April Fool but at the hastily called press 


conference atnoon on 7th À 


— just the smiling face of 
e sligk 


RESIGNS FROM THE 
HOME COMPUTER 


MARKET 


John Minson rushed offto the 
press conference at which the 


£5million sale of Sinclair Computers was announced... 


“Amstrad Consumer 
Electronics PLC today 


from Sinclair Research Ltd the 

woridwide rights to sell and 

| manufacture all existing and. 

| future usar en nute aan ; 
computer products, together 

with the dial brand name 

and those intellectual property 

rights where they relate to 

computers and computer 

related products.” 

That's how the Amstrad press 
relgase puts it and the wording 
Of Sinclair s statement is 
expectedhy similar, but what 
| does it actually mean for us, the 
consumers? Will our beloved 
apectrums somehow transform 
themselves overnight into 
abominaáble Amstrads? Nothing 
so dramatic. Instead, any 
Sinclair machine you buy from 
now on will carry the old logo, 
and for the near future will 
identical to any other Sinclair 
product — onhy the profits will 
go to Amstrad who will also be 
| gb backup 
support, marketing and so on, 
EHectively, Sir Clive has said 


odbye to the sl poi A 
bears his name and has brought 
him so successfully into the 
public gaze. 


£5 MILLION CASH 


| In exchange for the sale of these 
ights Sir Clive has recaived 
million and Amstrad will also 
premia Stocks and 
rave agreed to lake over 
outstanding sales 
cormmitments, Sinclair's 
financial problems have made 
headlines recently — indeed 
some quarters of the press 
| displayed indecent haste in 
putting the boot inwhen the one 
time hero of the British Hi Tech 
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| expert in 


| proved alitoo human — but at 
es FLL | | the conference Sir Clive was 
announced that ithas purchased 


ulckto assure questioners that 


| pie cieal with Amstrad will write 
off all debts, which stood at EBor 
? million a few weeks before He 


denies that it is a rescue deal, 


| though. Faced with the choice of 
| taking on a large investment and 
| competing directly with the 


| selling the traditional business 


operation, Sinclair had no 
hesitation in choosing the latter. 
Alan ga 15 undoubtediy an 
e traditional 
business of marketing — 
witness the success of the 


| Amstrad computers, which have 


onty been around for two years, 
Last year Amstrad sold 750,000 
units and they aim to sell over a 
milhon thistime round. . 
Meamwhile Sinclair sold 400,000 


| units last year — which Amstrad 


now intends to add to its figures, 
Why then should Amstrad want 
to fui Sinclair? 

ck at the 128 Spectrum 


“launch in February, Sir Clive 


Sinclair made a comment that 
amused me and several others. 
He claimed that the Amstrad 
machines were having their 
major success in the business: 
field while Sinclair was placing 
itself firmly behind the games 
market, was amusing, because 
apart from the PCW 8256, 
Amstrad have carved their 
position in the entertainment 
market tão, and Sinclair have in 


| the past made claims for their 


machines" serious applications. 
Now Sir Clive claimis that-the 

new deal was only thought up 
four to five weeks ago, when 
Michael Langdon of Price 
Waterhouse, representing 
dinclair, approached Amstrad, 
but his statement almost two 
months ago is uncannily similar 
to Alan Sugar's reasons given at 


| the formal announcement that 
he had aequired his onetime 
competitor's business. 


DOMINATION 


“We have recognised that 
Sineiair Computers have 
dominated the entertainment 
market in Europe for the last few 
vears. We always viewed our 


computers as a step up from the: 


entertainment market.“ Sugar 


| was keen to quote the Japanese 
market to us, in which games are: 


just beginning to flourish. He 
Eieges ass bl do as far 
om dead, saying that for every 
eleven year old o gets fed up 
with his Spectrum and discards 
itto gather dustunder his bed, 
there is a ten year old ready to 
getinto computing. Whether the 
average Sinclair Owner mould 


| liketo be seen in this light is 
" opento question! 


But Alan Sugar recognises the 


“seasonal natureotthis 


particular market — one of'the 
factors thal camensar to sinking 
Sinclair — which means that 
Amstrad will aim to “ramp up" 
the entertainment side for the 
fouror five months a year when 
it's big business. The metaphor 
that he repeatedly drew on was' 
Boots changing its window 
display from sun tan oil to cough 
syrup! This is likely to mean a 
much more prominent 
advertising profile for Sinclair, 


| including television airtime, and 
| improved export periormance. 


Amstrad already sells 68% ofits 


| product overseas arid shares 


distributors with Sinclair in 
Eoy European countries. One 
notable exception is Spain 
where the 128 Spectrum was 
first launched, and it seems 


prilthere was no laughter 


rad's Alan Sugar and 


htly more restrained features of Sir Clive 


likely that that machine's future 
15 limited. Sugar says that he 
envisages [139 as a fit starting 
point for a pricing policy. 


PRODUCT 
ENHANCEMENT 


The other key part of Amstrad's 
strategy for Sinclair is 
“enhancement”. ltis a term that 
Alan Sugar used frequently and 
seems to cover everything from 
quality control to cosmetic 
redesign. Recognising that one 
of the greatest virtues ofthe 
opectrum is the vast backup of 
software, and that this means 
thatitis an excellent machine for 
export, itiooks as ifany changes 
made will leave the operating 
System unaltered. Instead they 
will be aimed at reliability. 
“Sinclair have had an uncertain 
on for product 


| reputation for pr | 
Fabi, while this is an area in 
which Amstrad have prided 


themselves, Alan Sugar is 
obviously keen for Sinclair 
machines to continue be 


* assembled in the United 


dE pa Timex, Thom and 
AB sd A but the quality 
control will be improved: he 
also emphasised the need to 
minirmise other potential 
problems. His stated belief is, 
that with an entertainment 
machine, the user should be 
able to | lug inand switch on. 
The liklihood of am Amstrad 


| Style built-in-tape recorder 


seems strong, though the | 
inclusion of a monitor is less 
likely as this would be too much 
ofatrespass into Amstrad 
territory, according to Sugar. 
He was keen to place part of 

the blame for complaints about 
the machines with Software 
companies, who in pushing the 
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playing form. Play by yourself or 
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Producer: Martech 
Retail price: £8.95 


kay you “fellas you all 


Os: Samantha Fox, 
right. You've ogled at her 
| pictures, watched her on tele- 
| vision chat shows, listened to 
her record. Now play her at strip 
pr Well, it's not really Sam 
ox, but your humble Spectrum 
who plays the game and supp- 
lies pictures of the lumpy page 
three girl. Samantha Fox Strip 
Poker plays a at the classic 
Seven Card Stud poker game. 
Both peu and the computer start 
with credits apiece and you 
must win as many points as you 
can by betting on your cards. 
Every time you reduce the com- 





tised picture of Sam Fox taking 
her clothes off, starting with her 
gloves at 800 points then the rest 
of her clothing piece by piece... 
H she starts winning back the 
lost points then her clothing is 
retrieved and if you start losing 
pomts then she starts ed 
vou to take your clothes off, 
whether you comply or not is 
another matter. 

“The game is controlled by two 
keys — one to choose one ofthe 
options presented after a deal- 
ing and the other to select it. The 


computer referee who only 
gives the options relevant for 
that go, eliminating any mis- 
takes which could otherwise be 
made. 

For the uninitiated Seven Card 
Stud is a game where the player 
has to try to make the best hand 
possible out of the seven cards 
dealt, the best hand winning the 
pot. When a hand starts the 
player is dealt three cards, the 
third being dealt face upwards 





From these three cards you 
must decide whether to pass 
hrow them in) check (keep your 
cards but not bet) or bet, The 
betting continues until either a 
player calls or both players 





| puter's points by one hundred | 
you are rewarded with a digr | 


game is made foolproof by the | 





so your opponent can see it. | 


check. When that happens a 
further card is dealt and the 
betting continues. If you have 
what you think is a jolly good 


hand then you can up the stakes | 
ame follows | 


by raising. The 
this pattern until all seven cards 
have been dealt, then the betting 
continues until a player calls, 
then both hands are shown and 
tha best hand winds the pot, 


Throughout a hand there is the | 
option to pass and other relev- | 
ant options can be chosen if 


desirea. 

On the 'B' side of the cassette 
is an added bonus. No Sam Fox, 
but a four player Seven Card 


| Stud poker game. The rules are 
| the same but here you can play 


against up to three computer 
opponents. In this game there 
are another two options — auto 
where the computer takes a 
decision for you and demo, very 
useful ifyou're new to poker and 
want to see what the game is 


about (try playing two computer | 


players against one another). 


CRITICISM 





O “| must admit that | find 
com 
and 


officia 
game, what a con. What you 


I5 à very good poker bd a 
crummy digitised 
pictures of Sam Fox 'stripping 
off— wow! Why not just buy 


a CcOU 


The Sun for a week and you can 
ogle at the pictures there — 
they're of far er quality and 


a lot cheaper. The whole thing 
somehow seems rather tastel- 


ess. Still, for poker fans, there's 


at least 
game itself, and 
probably prove worthwhile. “ 


O “Ci decided to setile down one | 
evening and see if | could find 

out Sammy's secrets al! the way 
through. Well E did, all the way 


CHECK 


puter poker games boring | 

intless, it's much more 
fun playing with humans. As for 
à page three model to 
endorse a “strip poker 


t the consolation of the 
this will 


SPECTRUM 


(100's 
OF TITLES!! 
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through, right to the Page 3 
picture at the end when Sam 
ended up bust fno pun intend- 
eo). Despite the obvious entar 
| ment, [was giad !hadn't bought 
the game — finishing it on the 
first session was a bit ofa shame 
— not my idea of valve for 
money, but [was very Jucky: no- 
one else in the office got further 
than the second picture. The 
game itself is very good and 
contains some lovely detailed 
cards and a nice smooth dealing 
sequence. lf | wanted to be 
miggity | could say it takes a bit 
long before your turn comes 
round, but as à card game this is 
one of the best and Sam Fox 


Poker is a must for all Sam Fox | 


fans. Surely the seque! must be 
animated with a print-out 
Dption! 


O “ Usually | really enjoy com- 
pur card games, in this case 

owever even with the promise 
of seeing Sam Fox's naughty 
bits | wasn't really compelled to 
stick with it until | had mastered 
the game. The input is pretty 
limited so | didn't really ever feel 
that | was in total control of my 
game, itwould have been nice to 
raise the betting by a couple of 
hundred “credits for instance, 
The graphical representation of 
the cards on screen is fair but 
they could be a littlê larger or a 
little more detailed, Sam herself 
is fairhy well drawn but she has 
lost whatever she had, during 
the conversion onto computer. 
The sound also leaves a little to 
be desired as there is only one 
tune and a few spot FX here and 
there. The main moan | have 
about both these games is that 
they are very slow, there is 
always à long pause between 
goes, so interest is lost ver 
quickly. Generally | don't thin 

ams pixels are worth the nine 
quid being asked. “ 


COMMENTS | 


Control keys: SPACE to cycle 
options, ENTER to choose it 
| Joystick: not needed 
Keyboard play: very simple, fine 
Use of colour: as you might 
expect fora card game 
Graphics: the pictures of 
Sammy are reasonably good, 
cards very good 

: thin version of'The 
Entertainer' and a few bloops 
Skill levels: one 
| General rating: Mixed feelings, 
obviously, but Sam's 
endorsement seems to conceal 
a well presented poker game 
worth the attention of card 
players. 








Graphics 
[Addictive quai 


Value for money 
(Overall 
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| Producer: Mastertronic 


Retail price: E 1.99 
Author: À Mitchell and 
Dave K 


| e begin the sad tale of 
'shuffling,shrunken, Sid. 
Whyis he shrunken | 

hear you cry? Well, Sid was a 
fearless fireman until one day 
when he was fightinga blazing 
firein a vast shrinking factory. 
Not looking where he was going, 
Sid toppled head first into a 
powerful shrinking machine. 
Life's not much fun when you're 
less than a foot high so the 
object of thisgameis tosome 
how unshrink poor shuffling Sid. 

You can restore Sid to his 
former glory by stretchin 
which sounds rather painful. To 
do this you must find the five 
parts of the stretching rack and 
put it back together, and once 
vou have done this Sid should 
return to his original size. 

Sid scampers from room to 
room in a seemingly endless 
building searching tor the vari- 
ous parts of the stretching 
machine. The rooms are filled 
with a strange array of furniture 
ranging from snooker tables to 
fire engines, and smaller objects 
such as French onions, digital 
watches and fire hoses. How- 
ever useless lhey may appear 
some do have a purpose. Cert- 
ain objects collected enable you 
to move from room to room, 


whereas some are numbered 


arts of the stretching machine. 
se are obviously the ones to 


go for. Sid, however can only 
| | carry five objects with him as he 


scutties around, resulting in the 
usual swapping business and 
retracing your steps to collect 
again a useful object dropped 


him .| 
| appearance, They either destroy 





INCREDIBLE SHRINKING 


earlier. 


When you come across an 


| object on the floor you have 


several options. Sid can either 
just pickit up and continue or he 
can identify it and then decide 
whether he wants it or not, He 
can also discard any unwanted 
objects at this point. 

ome ceilings can be bounced 
clean through leading into previ- 
ously uncharted rooms or into 
the Shrinking Plant which is 
where Sid finds the various 
parts for his stretching rack. 

As weil as collecting different 
objects, Sid must also keep an 
Sis open for the various 
8 oulies and qghosties 
in several forms and are easily 
imderntiiable by their sinister 


Sid outright or gradually sap his 
energy levels, reducing his four 
lives with every encounter. 


Will Sid be able to locate the 
stretching machine before his 
lives expire or will he remain 
Shufiing Sid, the Incredible 
Shrunken Fireman forever? As 
usual — it's up to you. 


| CRITICISM 





6 “A fireman, yes. Shrinking, 


rh he's pretty small, Incredi- 
ble, though, ha ain't! Apart from 
the price, Incredible Shrinking 
Fireman is pretty average, run of 
the mill stuff, nothing special or 
surprising. THe select 5 
has its similarities to Spell 
bound's Windowvision, but is 
ere mear as polished or 
good to use, The graphics aren't 


astounding but colour is used | |V 


well and some of the inanimate 
objects are neat. m tempted to 


that | 
haunt the complex. These come | 





say “another one for the budget 
bin", but it's not that bad, so il 
restrain myself. “ 


O “With a name like that, this | 
game had to come from the 
masters of value — Master 
tronic. Apart from the pes trite 
and the jolly graphics Fm afraid | 
this is just another arcade adv- 
enture fgroans)! But | must say | 
que enjoved The Incredible 

hnrinking Fireman, main'y on 
account of the beautifully drawn 
graphics and the different type 
o" pick o q down menu 
wifich adoed something dcifer- 
ent to the game (although | can't 
quite say what), Imust acimit the 
scenario is one that Ive never 


| heard of before, and it will prob- 


ably catch the younger Spee- 
rum cmner's eve. ve nesily | 
run out of things to say about 
arcade adventures — but if you 
vent something that will take 
vour mind up a different path to 
the usual pick up/ puzzle game, 
then The Incredible Shrinking 
Fireman could well be a good 
bet at the moment. “ 


€ * Mastertronic have come up 
with another jolly arcade/ 


| adventure budget games which | 


15 quite fun. Many of their games 
lack great graphics but this one 


| seems to be reasonable in that. 


department. The game play is 
fun indeed, wandering around 
the rooms looking for the obj- 
ects and advoiding the not too 
many “masty' sprites. Fireman 


| has some nice touches like when 


ou are killed and “game over 
lashes across the screen. How- 
ever, | found the game didn't get 
me very hooked and | wouldn't 
bother playing it many times. ” 





COMMENTS 


Control keys: definable 
Joystick: Kempston, Interface 2, 
Cursor, Fuller 

Keyboard play: simple and 
effective 


 Useof colour: bright and 
| distinctive 
| Graphics: large, detailed and 


smooth moving 

Sound; average 

Screens: lots 

General rating: not one of 
Mastertronic's best, but still 
reasonable. 











Producer: Quicksilva 
Retail price: £9.95 
Author: Binary Design 


Ex Headroom | has 
been kidnapped from 
Big Time Television 
by Network 23 to feature exclu- 
sively on their new Videvert 
Show. You must assist top TV 
reporter Edison Carter and his 
controller Theora Jones rescue 
| the Max Personality from Net- 
work 23's, vast computer, con- 
cesled within their huge 211 
floor building. Naturally Net- 
work 23 are going all out to stop 
this by way of a series of elabo- 
rate seucurity systems. 

Theora has a “Maxhunter 

program which should hope- 
fully help Edison break into 
these security systems. 

First he must gain control of 
the lifts so he can gain access to 
the Executive floors in the build- 
ing. This is achieved by short 
circuiting the LED code in the lift, 
which comes in the form of a 7 
segment digital display. À time 
limit is imposed on this code 
cracking no which the seg 
ments gradually lose their bri. 

htness. lf at the end of the time 

imit an “E is left illuminated 
| then you have cracked the code 
and lheora has gained control 
ofthe lifts and Edison Carter can 
continue with his mission. 

Edison is now on the Execut- 
| ive levels of Network 23's sky- 
scraper. But before he can con- 
tinue he must break the codes 





tems, and lifts and also gain 
access to the offices on the 
Executive floors. The security 
system flashes a sequence of 
hghts and plays a corresponding 
tune which muct be remember- 
ed and the sequence entered in 
reverse, Failure at this makes the 
search of the Executive floors 
much harder because Theora 
can'tuse the security cameras to 
check for security guards and 
robots. 


Edison has now managed to 
find his way to the Presidential 
floor. Before he can enter this 
level (where Max is being held 

ve) he must break the Pre- 
sidential code. For security rea- 
sons onhy the President of Net- 





on this level so that Theora can | 
gain control of the camera sys- | 





work 23 holds this code. How- 
ever this elght digit hexadecimal 
code has been split into four 2- 


| digit components. Edison must 


| find the four separate parts of 
| the hexadecimal digits to crack 


the code, The chances of guess- 
ing the code are estimated at 
several billion to one, say Net- 
work 23 

However once Edison is on 
the Presidential suite he still has 
to rescue Max from the com 

uter lab, and this involves 

reaking more codes. Even after 
Max has been rescued the game 
doesn't really end until they are 
outside the buildi 

The whole mission is aginst 
the clock — you only have six 
hours in which to assist Edison 
and Theora rescue Max. Apart 
from racing aginst time, you 
also have Edi i 
levels to contend with. He starts 
the game with 99% self confi- 
dence, but as he is jostled and 
bumped by the security robots, 
who shoot at camino that 
moves, this radually 
drops until he ne This % 18 
shown on a chart at the bottom 
of the screen. Edison's confid- 
ence levels can be restored by 
allowing him brief rests but you 
lose time ifyou do this too often. 
Apart from the security | 
and robots, Breughei and 
Mahler, the two sinister and 
thoroughly amoral assasins 
hired by Network 23 to kill 
Edison, are also out and about. 
Watch out for messages from 
Theora concerning the where- 
pio of this gruesome pair. 





CRITICISM 


Er are Isaias ágar game ma si tr ne 


tastic. | saw Max Head- 
room | was puzzled at 
Quicksilva would base the game 
on, but they have thought up a 
brilliant plot with instructions 
that set the atmosphere before 
you've even seen the game — 
just reading them got me intri- 
gued and made me want to start 
na immediately. The game 
bllows on from the film very 
fluenthy, and is very similar to 
the film in look and drama. The 
onhy minor bad thing is that 
most of the floors are the same 


dison's confidence | 


uards | 
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(but we can forgive them for 
that, there are over two hun- 
br de eis Abç tor Li 


|, Ed better keep quiet about | 


that. Max Headroom could start 
| a new branch of arcade /adven- 
tures from his game, with lots of 
bes, neat little 
tunes, a few adventure ele- 
ments nd ag rnenáça what Fm 
tag to say, 5' game's got 
the lot. One of my favourite 
games this year. This is one 
| game that's worth it's above- 
average price; it's an above 
average game. “ 


O “Helo! ks probably me and 


my dittie brain, but Em not half | 


finding Edison Carter's job hard. 
The instructions are pleasantiy 
readable, and attractively pres- 
 ented, but could be a little more 
revesling. fts going to keep me 
 occupied for quite a bit of time, 

but df it wasn't for the CRASH 
preview, ld probably have be 
come bored trying to work out 
what | was doing wrong. For ten 
“quio, its good value for money, 
and the grapíiocs are pretty neat, 
but | can't play it well enough to 
give it that litile spark of adoic- 
tivity that would pust it to top 
notch. Leave ft with me for two, 
three weeks and maybe [Il start 
enfoying ita bit more. Despite 
that, its still pretty good. “ 


O“ Iwas really looking forward 
to paring this one as | am a 
great fan of the film and the 
series, after my first go | was 
very confused but not disap- 
pointed. Graphically there is 
nothing revolutionary contained 
within this one but it is quite 
neat, the green stick characters 
| walk around smoothly and the 
code sereens are colourful. | 
enjoyed playing this original 
rop as there 15 plenty to do, 

Jt | can imagine it getting a 
Irttie boring in the end as all of 


the floors are virtually the | 
same. “ 





COMMENTS 


Control keys: definable 
Joystick: pston, Interface 2, 
Cursor 
Keyboard play: a little 
disorientating at first 
Use of colour: code sequences 
might make mono telly play a bit 
difficult, but otherwise colour is 
| ande detailed h 

ics: detailed, smooth, 
| generally good 

Sound: average to good 

| Skill levels: one 
Screens: over 200 
General rating: An original and 
| entertaining arcade/adventure 
with plenty to do. 


















Producer: Activision 
Retail price: £7.99 
Author:Lucasfilm 
(original game) 
conversion by Program 
Techniques 


world whose main past- 
time is spectatorship of a 
sport kown as Ballhlazer. This 
computer simulation duplicates 
as closely as possible the thrills, 
apilia, rules and regulations of 
he famous future sport, Acti- 
vision market it and it is imag- 
inatively called Ballblazer. Rely- 
ing heavily upon the technology 
of the day, each player is strap- 
ped within a ground craft called 
a rotofoil, à machine that land 
traveis over the grid where the 
action takes place. On an extr- 
emely simple level Baillbiazer 
can be described as football on a 
green and white chessboard, 
Here are two goals on the grid, 
one at eachedge ofthe field, and 
the overall aim is to blast à 
eia footy, (the plasmorb) 
through vour opponent's goal- 
mouth. Your Rotofoil is like a 
arame big foot that can kick and 
ribble the ball over the green 
and white terrain using a care- 
tulhy controlled magnetic field 
that surrounds it. When the 


E: flung into the future is a 








plasmorb is in proximity of a 
rotofoil's field it contorts to 
surround the object and then 
becomes the possesion of that 
player. The trouble with having 
an enveloped plasmorb is that it 
saps energy from your main 
supply, maximum speed be- 
comes slightly less than it pre- 
viousiy was. 
kicking is a different matter. 
Placing a sweaty thumb upon 
the fire button inverts the roto- 
foil's bumpfield. The previously 
enveloped orb now rapidly 


| wihizzes off to the horizon as the | 


bumpfield whiplashes. That's 
kicking, it's disadvantage is that 
since every action has a reaction 
A ask any scientist called 

ewton) you and your rotofoil 
react by fiving away in the op- 
posite direction. 

To make finding the plasmorb 
on the very large grid easier, a 
little box of circuitry always 
orientates the rotofoil to pointas 
closely as it can to the ball, The 
rotofoil has its retstrictions 
though and one of them is that 
it's only able to face in one of 
four directions, the same direc- 





a 


at's dribbling — | 





tions that you can move over the 
po Still, the black box per- 

rms the best comprise it can 
given the limitations superim- 
posed upon it. When ball is in 
possession the same little direc- 
tional computer points the “foil 
straight at the appropriate goal. 

That explains Ballbiazer with 
onhky one competitor but two are 
supposed to take part, be it 
human against human or 
human against droid. With two 
players the main problem is for 
the person without the plas- 
morb to get it and this is done by 
a combination of dodgem car- 
ing and field inverting. Even 
without a plasmorb, the bum- 
field can be activated and used 
as a sort of fist. Punch the ball 


into the open grid out of the | 


opponents magnetic embrace 
and it becomes property of the 
first player to reach it— the 
equivalentofatackle. 

A split screen is provided, 


showing each player's point of 
view  thr the rotofoil's 
windscreen. The grid runs off 


into the horizon in perspective 
and as the rotofoil is eva 
around the grid behaves as it 
should do in real life. The plas- 
morb and opposing “oil are 
both shown in proper perspec- 
tive and relative size respective 
to how close you are to them. 


score line showing time left to 








ES | allthe characters flicke 


eia, 





the end of the bout (a standard 
game is three minutes long) and 
each opponents' score. Át the 


end of the three minutes the | 
player who has dominated the 


most 6f the line is winner. À goal 
produces a score and the am- 
ount depends upon how far 
away the posts were the ball 
struck true. For an over the 
horizon shot three points are 
awarded. 


| CRITICISM 


6 “ Oh well | suppose | should- 


nt have expected anything as 
posa e a version, but at 
st | thought it would be quite 

. Lucasfilms” first try out on 
Spectrum is not a complete 
success, they seem to have 
thrown caution to the wind and 
just made it look nice and pretty 
-— unfortuanatliy they forgot 
about the gameplay and achi- 
eved a very simp version. 
Through the transalation | real- 
ised that there wasn't too much 





Between the two views is a | 





The way the ball swings around 
in front of you is very good but | 
doesn't make up for the screen 
gliches. The speed of the game 
is very slow and | didn't swing in 
my chair at all, which means 
something big has been missed 
out. | couldn't honsetly recom- 
mend you to buy it. “ 


O “Ballblazer doesn't exactly 
strike me as the most competi- 
live sport inthe known universe, 
as its hardly mega-brill; Fve 
heard a lot about the Atari and 
Commodore versions, and in 
comparison, the Spectrum vers- 
ion seems to bê a bit of a let- 
down. The colour is lavishly 
Used, at the expense of the 
woe screen changing colour at 
times. Things happen quickly, 
and on the higher levels, it gets 
pretty hectic. lt isn't such a bad 
game, but not so great either. “ 


O “| first saw Ballbiazer on the 
Atari yonks ago and it was about 
the best Atari game around 
then. Sadly, | can't really say that | 
it has survived the conversion | 
onto the Spectrum. Most of the | 
original's good points, sound 
etc, have been left behind for 
obvious reasons, now all that 
remains is a fairly average, 
speedy arcade game with a 
rough tune and dubious graph- 
On my first few goes | was 
sure that something really spec- 
ial would come to light which 
would make this game doubly 
pa unfortunately it didn't. 
The effect of the ground moving 
is very good even though it is a 
little garish at times, but, as with 
most games with fast HrenhiCa, 

Fhorribly. 


| wasn't really compelled to 
carry on playing this one as it | 
gets fairly monotonous after a | 
while. “ | 





COMMENTS 


Control o : player one/plaver 

two: UPO/P, DOWN A/L, LEPT 

£'N, RIGHT M/X, FIRE C/Sym 

ohift. 5 to start 

Joystick: Kempston, Interface 2, 

ad play b | 
lay: no problems 

Use of colour: pretty, but lots of 

clashes 

Graphics: neat scrolling, but a 

bitglitehy . 

Sound: à bit buzzy, but nice 

Skull levels: 9 


Screens: scrolling playfietd 
General rating: À neat reaction 
game which somehow doesn't 
quite come off 
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early eighteen manths 
after the fast 3D graphics 
in Starstrike stunned the 
Spectrum gamesptaying world, 
Realtime have released the se- 
quel under the unassuming title 
Of Starstrike |. The original 
game contained three screens of 
wire-fráme animation and owed 
a fair debt to the Star Wars 
arcade game in terms of game. 
ptay. Now Realtime have pro- 
duced a game with filed-in 3D 
graphics and have come up with 
a totally different gameplay to 
go with them 
The scenario continues from 
the story told in Starstrike: after 
the OQutsiders' first attack was 
repelied by the Starstrike star 
feet, the aliens regrouped back 
to their homeworids to plot and 
hatch plans anew against the 
Federation. Understandably 
narked by the constant alem 
threat, the Federation decides 
that something has to be done. 
A new aii-purpose fighter craft is 
designed, the Starstrike Il series, 
and 15 sent of to the Dutsiders' 
homeworids to neutralise each 
planet's defences. 
The. Outsiders realise the 


Federation is out to get them, 
and their worlds are heavily 
daefended. Your task as pilotofa 
Starstrike || ship is not trivial — 
there are twenty two planets on 
the neutralisation list, and these 
can categorised into three difer- 
ent groups: Agricultural, Indus- 
trial and Military. Each type of 
planet has a differant control 
system that is in charge of all the 
work droids on that worid. Des- 
trôy the controller, and the pta- 
net becomes totally harmless, 
The Outsider planets are spr 
Bad across five star systems, 
and the first thing to do when 
play commencçes is to choose 
ne star system on ahich to 
begin work. Your ship is not 
capable of hyperspace travel 
between star systems, and has a 
support module that carries fuel 
supolies. Ônce a star system has 
Deer selected, the support mod- 
uls makes the hyperspáce jump 
and your ship's own hyperdrive 
urmit can then he used to hop 
betwesn plarets in that system. 
fourcraftis equipped with the 
latest im sheila, laser and com- 
puter technology and all you 
nave to do is master the con- 
trols! Three meters on the con- 
troi console are worth keeping 


CRITICISM | 


“When Starstrike was rel- 

eased well over a year ago | 

was really impressed with 

the smooth moving vector 

iai ps Now Realtime 
ve finall 


ot round to 


doing the follow up. Star- 
strike || utilises filled in 3D 
graphics which move quite 
quickhy, The game itself is 
an improvement over the 
original bringing the slight- 
ly worm out shoot em up 
| back up to sesta var- 
ious stages can ke ou 
amused for esa eo 
| amazed that the program- 
-“mers could fit so much into 
the game while still keep- 


mt graphically excellent, 


ing 
As with most shoot em ups 
otarstrike || is playable 
from the word go, but it's 
hard enough to keep you 
coming back for more and 
more. Few programs have 
impressed me this much 
and Fm aglad to see the 
retum of a software house 
that can du program 
games. Buy Sta 
now. lts quaranteed to 
rovide you with hours and 


rstrike | 
ars of fun. “ 
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aneye on: fuel, shields and heat. 
Naturally, the fuel gauge reveals 
the ltavel in the ship's tanks. The 
shield display shows the str- 
ength level of the complex de- 
tence fields set up around your 
craft. The enemy ships are quite 
impressively equipped as well, 
and with no shields a direct 
enemy hit entails instant death 
— yours. The heat meter is dir- 
ecthy linked to the laser cannon 
and automatically cuts the las- 
grs out if they get too hot. Not 
having much idea about space 
battle, the thermostat is more 
than likely to stop power to the 
guns when fhevre needed 
most. The whole game is seen 
through the front window of 
vour ship with the dashboard 
neatly laid out along the lower 
part of the display. Four laser 
Cannon are grouped around the 
screen, firing onto a central 
sight, which is also used to steer 
your craft. 
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A variety of defence systems 
have to be overcome. The Space 
Wheel is only present on mili- 
tary and a few industrial worlds, 
and is a giant pentagonal struc- 
ture protected by defence pods. 
The five pods on the perimeter 
of a Wheel have to be blasted off 
as the Wheel spins in space, 
advancing towards you, Hall 
five pods are shot off, a door 
opens in the centre of the strue- 
ture which gives access to à 
hangar. Matching the rotation of 
your craft with that of the wheel 
allows you to enter the hangar, 
where points can be collected 
for destroying the Qutsider ship 
that lurks therein. To escape 
from the hangar and proceed to 
the next section of the game the 
three controllers that operate 
the irising exit door have to be 
shot away — careful timing Is 
needed here, as the door Te- 
mains in the position It reaches 
at the instant when the third 
door controller 15 destroyed, 

Al the Qutsider planets are 
protected by Defence Fields 
which consist of a number of 

ridded force barriers in spáce, 

mall openings in the force 
fields exist to allow Outsider 
craft to cross, but these entr- 
ances are obscured by spinning 
energy squares and are defend- 
ed by missile systems. The more 
important the planet that vou 
are attacking, the more Defence 
Fields you have to penetrate — 
and they get progressively 
harder... 

After crossing a planets De- 
fence Fields your craft goes into 
orbit and enters battle with the 
Outsider fleet defending the 
planet, À handy head up scanner 
system tracks the enemy, using 
wo windows. The right hand 
window displays the relative 
vertical position of an object or 
ship in the vicinity, while tha left 
hand window gives a plan view 
of the surrounding chunk of 
space. When an enemy craft 
comes within laser range, the 
scanner windows automatically 
flip offand combat begins. 
“Some Qutsiderships release a 
fuel pod when they are destroy- 
ed and the pods can be collected 


to boost fuel supplies. You have 
to be quick to get these since 
Outsider fuel scoops zoom in 
and try to whip them away. Ônce 
the orbital fighters have been 
vanquished, rmt's down to the 
planet and into the Ground 
Attack sequence, where a Cross 
imposed over the planet's sur- 
face targets the laser system. 
Points are awarded for destroy- 
ing alien artefacts, 


The Ventilation Duct is the 
next stage of the game, which is 
an upgraded version of the ori- 
ginal trench sequence in Star 
strike. Inside the duct the lasers 
are inoperative, and survival 
depends on your ability to 
dodge the trench constructions 


as collisions rapidiy deplete 
shield energy. The usual left/ 
right, upídown controls apply, 
with the fire button used in con- 
jumeton with up and down to 
accelerate and decelerate, Some 
careful driving is called for, as 
ts impossible to manoeuvre 
while changing speed. Mobile 
beams cross your path, spinning 
fans hinder you and irising 
doors have to be negotiated 
before the exit to the trench 
appears and the last phase of the 
attack on a planet begins. 

The last stage varies for the 
difierent types of planet, but the 
general idea is similar, Depend- 
ing on the type of planet, a reac- 
tor system, batile computer or 
agricultural control centre has to 
be knocked out as you fly along a 
computer controlled course. À 
successful strike opens a door at 
the far endofthe course, and the 
game retums to the planet sel- 
ection screen with one more 
planet deactivated. 

The balance between fuel and 
shield levels is critical, and at the 
end of each stage in the attack 
on a planet fuel can be trans- 
ferred to the shields. There's 
onhy one life in the game, and 
the mission ends if fuel or shi- 
alds reach zero — and'the galaxy 
will forever more be plaqued by 
the Outsiders. Now that's not 
so Rrietnro vou want to happen 
Is tt 
























Producer: Global 
Retail price: £7.95 
Author: Fatman and 


have legs and move around in 

É td patterns, they also 
kill. There eight of these little 
chappies and the object is to get 
















EP — E T rid of them. e o à 
“std graphics By S Gleeful to ses the arrival of | that particular item in a little 
ecroft their liberating killer cousins, the | Pigeon-hole and it's shown at 


the bottom of the screen along 
with a diminishing tomato 
which represents the puree 
supply. Any tomatões squished 
boost the tomato back to its 
previously perky and fully blown 
self. H, however, it hits zero then 
half an hour is zapped off the 
clock and doom for the pizza 
eating population is half an hour 
nearer. 

The factory is quite a large 
place and covers over four floors 
all accessible through holes 
between ceiling and floor. Wimp 


previously normal tomatoes 
now merrily bounce around 
their home. Wimp, no wimp 
when it comes to mashing vege- 
tables, must get these animated 
red veggies into the crusher to 
keep up the supply of puree 
required. Though very happy 
indeed, the newly enlivened 
| pre—pureed product is very 
easily scared. To curtail their 
bouncing activíties Wimp must 
| take advantage of their patho- 
logical fear of blood — Plasbot 


et another game of the 

film, but this time it's a 
game of à rather special 

film. Attack of the Killer 
Fomatoes may not have an 
Oscar, British Academy Award 
or Golden Lion to its name but 
what it does have is the presti- 
pis World's Worst Vegetable 
| Movie” accolade. For those of 
you to whom the plot is totally 
alien which probably encomp- 


























the use of his jump key and his 
amazing super power of walking 
in straight lines. Avoidance of 
nasties is wise às death could 
well result, 

When death darkens this 
wimp's door, no real fuss is 
made but instead a dissection of 
puny Plasbot's progress is dis- 
played, showing what percent- 
age of various things he man- 
aged to complete. Though he 


nature, Mr Plasbot is under your 
control, Don't let him wimp out 
— the nation's pizza eaters de- 
| pendonyou, 





CRITICISM 


O “Yet another 3D mono 
ame and | still don't 
ti plaving them. Killer 
omatoes is a take-off of 1 
other 3D games — it's even 
| es og by Fatman and 
in! My favourite part of the 

game was squashing the toma- 
toes although | feel more could 
have been made of the squelch- 
ing and killing. Killer Tomatoes 
contains a massive maze and, 
just like Knight Lore it takes a lot 
of time to get anything like a 
good score. | also found a few 
more similarrties to the afore- 
mentioned game — starting in 
different locations, only being 
allowed to drop two items in 
each room and a few others. 
Killer Tomatoes is more of a fun 
ame to play than Knight Lore 
still requires lots of serious 




















it is as | has to zap them with some 
| tomato sauice. The third type of 
tomato is an inactive though still 
harmful sort of chap. These sit 
ononthe factory floor and cause 
the time to whizz by. If “knocking 
off time is reached and the 
factory is not fully devoid of 
violent veggies then the game is 
over. Luckily though, Wimp can 
get some extra time by finding 
punch cards and depositing 
them into, strangely enough, a 
punch machine. 

Presented in the Knight Lore | 
3D-ish type format that every- | 
one with a Spectrum must have 
seen, AKT is an arcade adven- 
ture type game requiring the 
manipulation and use of various 


asses most of you, 
follows: 

Wimp Plasbot, a man who 
despite not having the letter H 
appear anywhere in his name, 
but has it inscribed upon his 
sweater, 15 the hero and his 
place of employment is a Tom- 
ato Puree plant. This particular 
| plant is oh—-so-very— import 
ant indeed since it's the major 
supplier for the country's pizza 
parlours. Puree-—less pizza is 
| nota very palatable foodstuff at 
all and consequently if Killer 
Tomatoes had the sauce to at- 
tack this puree plant, people 
would be very upset and try to 
ketchup with the perpetrators. 
Well it justso happens that.... 












































Wimp must rid the plant of | objects to disable the terrible | gamestering to around 
mutated vegetables and still | toms. There are two separate | obstacles, and with lots of good 
ksep the nation's pizzas pureed, | caches supplied inwhichtohoid | podgy tomatoes around, it's 
Not an easy task, especially if | objects. Ône is exclusively for | one of the jolliest 3D games 


storage of de—bounced toma- | around. " 
toes and the second is for any 
"other objects, To pick anything 
| up the numeric keys across the 
"top of the keyboard are used, 
walking into the item that Wimp 
needs and holding a key, stores 


pd name is Wimp Plasbot, 
here are three different types of 
tomato to be found within the 
confines of the factory but only 
one of them is of the homeo- 
Peida persuasion. You can tell 
ler tomatoes a mile off — they 







O “II was plgasantiy surprisd 
when | loaded this one up, | 
thought it was going to be ano- 
ther of those mediocre games 








must clamber over objects with | 


may be Wimp by name and | 


| actions required of him. There's 


Ma COMMENTS 






















that has nothing other than its 
name going for it. | really en- 
joyed playing Killer Tomatoes as 
it has a special quality that will 
keep me playing for ages to 
come. Graphically ft is very simi- | 
tar to Sweevo's World, very fast 
well drawn single colour iso- 
metric 3D, with large characters 
alt jolly and nicely animated. On 
the sound front however it | 
doesn't have much going for it 
onty the odd beep here and | 
there and no tune, which is a 
shame as itwould have added to 
fts atmosphere a little. Generally 
| would recommend this game 
to everyone as it is compelling 
ano playabie. “ 




































“ Despite the awfulness of the 
movie of the same name, AKT is 
an excellent game, though it 
does owe quite a lot to previous 
releases. lts yet another 3D ef- 
fort, though a very good effort it 
is. The graphics are speedy and 
pray and give the effect of 3D 
which is held nicely throughout. 
As for the game, it's great and is 
quite funny as well. Wimp Plas- 
bot is an wonderful hero who's 
easily persuaded to perform the 




















a tot of challenge to keep the 
hardened gamesters at bay but | 
it's easy enough for any simian 
to get into. Definitely worth a 
good look at. “ 

















Control keys: Z rotate left, X 

rotate right, Q jump, À advance, 

1—O pic ” 

Joystick: Kempston, Interface |l 

Keyboard play: responsive as 

Ever 

Use of colour: two colour but 

a papão main ela with some 
night spots on the status spots 

Graphics: very neat and 

extremely fast. A believable 3D 

effect is competently created 

Sound: No theme tune but 

adequate sound effects abound 

Skill levels: | 

Screens: lots 

General rating: a great game of 

à very bad movie. | 
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Producer: Atlantis 
Retail price: £1.99 


h dear, an insane crimin- 

al megalomantac is hold- 
7 ing the country to ran 
som with his super powerful 
computer-activated tactical nuc- 
tear warhead and the govern- 
ment can't track him down — 
troubla indeed. Who or what can 
stop him?? You matevyboots, 
that's who. Armed with your 
humbls Spectrum and a Super- 


RE ORION 











com modem you have taken it 
upon those sloping, narrow 

noulders of yours to attempt to 
find and shut down the evil 
villain's computer through Brit- 
ish Telecom's telephone cabling 
system, 

As you might now have 


iIncomplete phone number, 
which vou have managed to 
intercept, you must work your 
way around the many computer 
security systems to track down, 
hack into and switch off the 
warhead's controlling comput- 
er. Your modem is quite a jolly 
littie thing and has five modes of 
jp dial, tink analysis, 

ispiay information, loadisave 
and 'phone bill display. Most of 
the functions are pretty obvious 
but ink analysis and display info 
are special functions which, if 
used together, can extrapolate 
| information from certain com- 
puter systems and have the 
Information displayed on your 
| screen. These functions are very 
useful if you are to find codes or 
“information to allow you to 
break into other computer 
| systems. 
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| phone numbers of another three 


qguassed Supercom is a hacking | 
simulation, and starting with an | 





When the simulation com- 
mences you have only the tele- 
5hone number 818-771 to go by. 

e last two digits are missing 
and'it's up to you to find them 
out, either manually or by using 


the link analysis and display 


functions. Once that has been 
cracked and you link with the 
computer you find out the num- 
ber is that of a certain Orion 
Photocopiers Ltd, a London 
based firm. Using the informa- 
tion from this harmiess looking 
company vou can glean the 


PHOTOCOPIERS 


computers, although the pass- 
words to each aren't fully given. 
It's then up to you to connect 
with and find out the passwords 
to each. No clues but all of the 
computers have something to 


| do with one another so pass- 


words from one can sometimes 
be found in another's system. 
Ônce you get going a whole 


| miniature world of computer 


asa opens up and there is 
plenty of information regarding 
certain systems and the back- 
ground of other different com- 
panies to uncover. Once you 
really get going it gets increas- 
ingly more difficult to enter 
systems due to their artificial 
intelligence . click . 
brrrrrrererrttrr 





CRITICISM 


0“ Supercom is a very cheap 


version for budding hackers, it is 
different from Hacker by Acti- 
vision in that ft is just a case of 
thinking of numbers and won 
dering which ones will work — 
ina short it's very boring. At first 








look | found myself in a very 
normal company, but continued 
hacking made me realise that 
there is a massive plot to under- 
mine everything that this coun- 
try stands for, or something like 
that anyway. Even more hack- 
ing (into the BASIC) revealed 


TO BRE 


that this 
jumping from one company to 
the next finding out telephone 
numbers. I'm afraid | found the 

me long and tedious, espec- 
rally when you've got some- 
thing like a hundred different 
numbers to from in 
some cases, | wouldn't recom- 
mend this to you, in fact you 
wwouhd pa mora vio for 
money if you went out to your 
local computer stockist and 
spent a couple of hundred quid 
| on the real equipment. 


O “This is a fine hacking game 
and one that is fun, challengin 
and very addictive. Initially it's 


Hacking into other computer 
systems never is. Once you get 
going, though, it becomes very 
| entertaining and it's pp to 
become totally involved with the 
game. There are no graphics but 
the game gives & convincing 
representation ofthe other com- 
puter systems in the network. 
The sound is quite good too with 
some quite realistic [if rather 
quiet) telephone noises. Unfort- 
unately there are some niggling 
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| There are also some awiul spell- 


| ambitiuos are just two that | can 
| recall, These niggles aside the 





|| BREAK key) and it crashes, 
| | of play | had had enough of this 


| anice red border here and there 


me is just a case of 


| tricky to get into, but | suppose | 





HE 4= 


e ga = ECA 


c— -— Li meuim 





































aspects of the game fike being 
able to crash the program if 
BREAK is accidentiy pressed, 


ing mistakes in the programs 
text — professional and | 


program is still great fun and the 
fact that it costs only two quid 
makes it really worth buying df | 
you wanta change from besting 
up altens or stroiling around 
mysterious jands. ” 


0“ Ofíto a great start, | pressed 
one key (and it wasnt even the 


brilliant. After about half an hour 


one there is just nothing to it. 
Generally sitting typing num- 
bers into a computer and getting 
no response is not what ['d call 
fun, in fact | usually get payed for 
such a service. The graphics 
used in this game are minimal — 


but that's about it. The sound is 
poorly used, there are some 

cod telephone type noises and 
the odd BRR effect when a key Is 
pressed. | wouldn't recommend 
this game to anyone as itis very 
monotonous. 





COMMENTS 


ola e keys: numeric inputs 

ystick: none 

Keyboard play: N/A 

Use of colour: N/A 

Graphics: N/A 

Sound; some spot FX, 

otherwise limited 

General rating: as you see — 

violenthy opposed visws, briefly 

broken down a s; ifyou like the 

System 15000 type strategy/ 

hacking game, then it's very 

Good value for money, and fun”. 
vou don't, then it's boring! The 

ratings below and therefore 

split, first for the pros, second 

for the cons... 


Coming soon on Spectrum 48K, Amstrad 
& Commodore 64/128 


— eu 


Did Dia na nd 


da ua 
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ar away, deep in space, is 

the Zebarema, a closely 
3 knitcluster of worlds and 
stars. This is a very unusual 
planetary system, held in a po- 
weriul lattice of plasmic energy 
— a mega powertul magnet- 
rome field. In short, It's nota 
place that people would really 
want to go to: 11 would take a 
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— CY-BE-RUN 


ship of previously unheard of 
power to land and actually be 
able to pull free of the incredible 
pulse field that surrounds each 
of'of the Zebarema worlds, No, 
this 15 nota nice place to go and 
no sane person would venture 
anywhere near the Zebarema, if 
mt wasn't for Cybermite. The 
planets in the Zebarema are 
formed from Cybertron, an amti- 
element mich crystallises to 
farm ECybermte when dl is ex 
posed to positive matter space. 
People will go to pretty amaz- 
ing lengths to rule the galaxy 
and Cybernite is the elemental 
key to galacte domination. dt is 
the hardest substance lhat ex- 
Ists, just the sort of thing that is 
most hand ifstarmining | 15 WOLH 
irade. Starmining is a pastime 
which confers the reward of 
ultimate power — get good at it, 
and the eneray market becomes 
vours. Great minds worked hard 
and long on the Cybernite prob- 
emmanda solutionmas set upon. 
À ship of truly awesome engine 
strenglh has been constructed 
m sections, which have been 
transporied to lhe Zebarema 
system. This mega ship. capable 
of escaping from the Antiplas- 
mic Lattice with a cargo of 
Cybertron, needs to be assemb- 
led, You have been chosen to 
pilot the command module of 
this craft to the Zebarema sys- 
tem, and must find the mega 
boosters, solar sails and other 


a System 
the parts 


add-ons secaitered around the 
arca and create the ultimate 
spacecraf, 

Thetask is nota simple one — 
you're not the only fellow after 
galacho domination and there's 
another ship of a similar design 
lo yours scavenging the planel 
tor ship paris. Alien heings are 
out to halt or at the very least 
hinder you. The worst thing 
about these aliens 15 the suneidal 
side of their nature: kamikaze 
body bashes into the ship's hull 
15 their speciality. Luckily th 
ough, the ship in your command 
5 made of a sterner stuff than 
the average alien, and they 
smear explosively, though noi 
harmlessiy, over your shield 
fetd, The shield takes à pound- 
ng, losing energy with each 
attack and fit geis to zero lhen 
BLAM'. At least you have four 
ships Lo play with, 

vieron 5 a serolling game, 

and the background whizzes 
behind vour shipwbuch sis cen- 
trally on the sereen. The back- 
ground is shown from a side on, 
cross sectonal viewpoint and 
the playing area is huge. Flying 
siywards takes the ship into a 
tona with meteors and shóoting 
stars, though the magnetronie 
hetd prevents all but the most 
tully equipped ship from going 
spaceside. Drifting back through 
lhe atmosphere, stratospheno 
cloud formations are encounter- 
Ed — some clouds are happy to 
rain hHarmmmfully on vou while 


others are solid enough to pro- 
vide a perch — then you're back 
at sea level where a complex 
cave system needs to be 
explored. 

Left, right, thrust and fire 
enable an experienced pilot to 
perform profimenily. No down 
control is provided because gra- 
vity sees to lhat, The weapon 
system, when activated, sendsa 
pulsing bolt of plasma into the 
inky black, dealimng death to any 
bad quys that il spears through, 
A plasma ray can also be added 
to the inventory of equipment. 
Though the command moduleas 
a neatbir of kit, ship customisa- 
ton isa must, as the basic crafl 
15 very slow. Two bogslers are to 


be found near to the start point 
of your mission: a horizontal 
one and a vertical one. Fly thr- 
ough them amd they become 
part of the ship automatically, 
handily enhancing yotr 
capabilities. 

Enhanced though vou may be, 
deaths still à readily available 
commodity wethin the Zebar- 
ema worlds, À small graphic 
representation of your craft 
appears on the top of the screen 
and ds colour changes every 
time damage is received. Fuel is 
limited, and the level in your 
tanks 15 indicated by thermo- 
meter type gauge runn ing down 
the night hand side of the screen, 
Extra fuel can picked up from 
fuel stations around the planet 


ary surtace which spout dropleis. 
of this precióus commodity. Fly 
through a droplet of fuel and the 
gauge gets well excited, repeak- 
ng to the Tull mark, And death 
is worth avoiding, especially 
when the prize is total power. 
Are you-megalomaniac enough 
to take the strain? 
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THE C5 


Producer: Atlantis 
Retail price: £1.99 


certain bespectacled, 

| “balding, small person by 
A the name ofClive is outto 
prove how reliable his electric 
car is after receiving more than a 
fair amount of bashing by nasty 
media people, To prove what a 
| reiable and Milton Keynes form 
of transport his plastic pram is, 
he's entered it for the arduous 
and raucous annual cross coun- 
try competition. Not wanting to 
be made to look silly and seeing 
8 chance for yet another dig at 
the Cb, the press have laid in 
wait several anti-C5 devices that 
snould make the C5 driver's 
bla more than a little hairy. 

e country to be crossed is not 
what you would call “nice” at all 
— R's mostiy roads but the ob- 
structions within the roads are 
the things to be avoided. Elec- 
trically motorised connection 
with it that's not parti- 
cularby road-like results in a 
mixture Of entrails and C5 plastic 
spread all over the street. 

There are 41 different sections 
to the course traversed by 
moving up the screen and being 
Ricked into the next. Displayed 
from a very tall person's pointof 
view, everything is seen from 
above. As in real life the controls 
for the C5 are far from compre- 
| hensive. Left and right comes in 
| three different varieties: slow, 

medium and fast. Four keys are 
| used, two for each direction, one 
is slow the other medium speed 
while both held in unison brings 


Ina burst of mega turbo speed, | 


Another key is supplied which 
-adds pedal power to the weak 
| battery, giving a bit of a boost, 
| The nasties planted by the 

press wander along predeter- 

mined paths on each screen and 
more often than not there's only 

one of them. On some screens a 

line of traffic presents a bit of à 

problem and careful speed con- 

trol is 

sheets. Every tenth section a 

handy bonus screen is present- 

ed with the promise of lots of 
extra pah cnh on your 
skill. The first, for instance, asks 

for the C5 to be parked in a 
trickily small garage. 

Even though there are no 
other contestants in sight, itis a 
race and if all 41 screens are 
“completed then a comment and 
placing is delivered to you and 
you can judge your own pro- 
gress. Otherwise no rating is 
given and the next day the 
whole of the media will be 
poking fun at Clive's plastic 
wonder and you wouldn't want 
that would you?. 


d to get past such | 1 








CRITICISM 





8 “ Though the scenario is quite 


fun fts a shame the game | 


doesn't really live up to dt 
realhy is a horror from our com- 
putna past. Revenge ofthe CS is 
one of the most tediously sim- 
ple things that's been thrown 


my way for a long time. Their 


are no dec Moe to 
be found however hard you ma 
look. What's more it's awloward, 


| for some strange reason the A 


key is of some important signif- 
icance to the game and repeat- 
ed presses of it are required to 
move between various option 


other ses Reven 
of the C5 does look rather silly. 
Miss it at your fortune, “ 


O “Ci couldn't help laughing on 
reading the inlay — “evil news- 
paper reporters' after the CS. 
This is a game which was writ- 
ten for a budget buy and the 
Scenario and game suit the 
price. ed on looks, it looks 
like “one of the first Spectrum 
games” [as an enquiring head 
muttered over my shoulder — it 
was Hoger Kean, he should 
know). lhe game has flickery 
graphics and of course attribute 
problems, which could easily 


the C5 has that certain amount 
of simple addictivity which 
occurred in games such as 
Roller Coaster and Jetpac, but 
Fm afraid it lacks in sound, 
graphics and presentation, all of 
wiich are of a very simple nat- 
ure. f's very poor on all aspects 





| You could be hooked after your 


| 68 “This is not the best Atlantis 


| thelike by the sideofthe roador | E 
| Hittering À rc path, which are all | 

have been avoided. Revenge of | | 
| pretty awtul and there are no 
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decentish score | discovered to 
my amazement that | was quite 
enjoying it. Quite a jolly game 


this one but | can't really see 
myself playing it for long. ' 


but will require a lot of patience, 
memory and skillto complete it. 






first game but | shouldn't think 
you'd load itagain. 


































game | have seen but it certainly | 
isn't the worst. The idea behind | 
tis quite fun although it isn't 
very original, win a race and 
dodge ail the nasties. The gra 
hics seem to suffer from inbuilt | E 
Hicker which is pretty hard on | RO 
the eyes after a while. The 
characters are undetailed and 
they move around the place 
abysmalhy but there are lots of 
them — the playing area isabout 
the best feature of the graphics 
with bushes, houses, trees and 


nicely drawn. The sound is 
effects during the game itself ii E 
other than the horrid sound | Em TIC" 
when you crash your buggy. this | SS Ea 
horrid sound repeats itself on 

the title screen whenever you 
press a key. After forcing myself 
to play this one until | got a 





COMMENTS 





Control keys: 1/0 slow 
left/right; 2/9 fast left/right; in 
combination for very fast 

| teft/right, Space to peddle 

| Joystick: none 

Keyboard play: awkward with 
fairhy slow responses 

Use of colour: average 
Graphics: primitive, although 
some nicely detailed sprites 
Sound: poor 

Screens: 41 
General rating: a very dated 
looking and feeling game with | 
some addictive merrts for its low | 
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Producer: Alligata 
Retail price: £8.95 
Author: Steve Evans 


t's hero's hour again and time 
| dc take a stroll behind enemy 
lines and destroy an entire 
army single handediy. Who 


| popular position of a sole com- 
mando plonked deep within en- 
emy territory. Armed with a few 
grenades and vour favourite 
machine gun you must delve 
even deeper and capture eight 
oOutposts while fighting off 
| massive opposition in this, 
veteran arcade ace programmer 
Steve . Evans' first excursion 
onto the Spectrum from the 
Commodore. 

The action takes place over a 
flick screen landscape where 
you jprosres upwards — rêach- 
ing the top of à screen flicks you 
to the bottom of the next screen 
| and so on. The object of the 
game is to reach and destroy the 
| OUtposts found at the end of a 
series of landscapes. 

When the game commences 
your Commando nonchalantly 
stands at the bottom of the 
screen. Bombed-out buildings 
lie either side of him and the 
onty choice is to go forward 
across the barren scenery. With- 
in a few seconds of moving 
forward the enemy soldiers 
become alerted to your pres- 
ence and rush out from the sides 
of the screen, jumping off 
pod, running from behind 
trees, firing their guns and 
lobbing grenades all over the 
place, Luckily they're not too 
advanced on the technological 
scene and only carry single shot 
rifles while you, on the other 
hand, have your trusty sub 
machine gun capable of pump- 
ing bullets out at quite a con- 

iderable rate. Mind you, you 
need the rapid fire since the 
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Dares Wins !! puts you in the | 


numbers of enemy is some- 
times overwhelming. 

The enemy landscape is full of 
hazards just awaiting an over- 
zealous soldier and sometimes 
these traps lie right near the 
bottom of a screen so when the 
a Hicks it's easy to go blun- 
dering into them. Some of the 
horrible dangers include quick- 
sand, pools of water with crum- 


bling banks (our hero can't | - 
and rivers. There are | ==? 


swiri!) ano 
other more mechanical hazards 
too: soldiers with accurate 
mortar bombs, trains which tru- 
ndie along railway lines that 
have occastonally to be crossed, 
a lorries, missile firing 
tanks (very deadiy), bomb dro- 
ping aeroplanes and fighters 
which fly straight down the 
screen and strafe the ground 
land any people on it) with 
machine gun fire. All ground 
vehicles and mortar bombers 
can be disposed of with a well 
aimed hand grenade. You start 
the game with three grenades 
and extra ones are parachuted in 
for you to pick up later on. 
isionally you stumble 
across one of your allies, al- 
though he's in a lotmore trouble 
than you are, You see, he's tied 
to a tree and if you don't set him 
free he ceases to be because 
he's about to get shot by a 
soldier. If you shoot his would- 


| be executioner then you'll eam 


yourself extra points and the 
rescued person's gratitude. 
Nearer to the out rivers 
are encountered with little thin 
bridges being the only way 
across. Soldiers on the other 
side wait for you to move onto 
the bridge so that they can pick 
aa off with ease, so shoot be- 
ore you cross. There are some- 
times little nem boats on the 
river, but these don't pose a 
threat to the soldier and can be 
easily destroyed with a grenade. 


"When the outpost is finally rea- 


ched many soldiers pour forth 





and a pitched battle, with you in 


the middle, ensues. Here the | 


game becomes immensely hect- 
ic and it's upto your reflexes and 
Siait dexterity to ensure survi- 
val. If you manage to gun down 
all the soldiers then the outpost 
is declared yours and you auto- 
maticalhy go forth to try to retake 
the next outpost, 

On later outposts the going 
gets far tougher with soldiers in 
potholes and a far more hazar- 
dous landscape to claim all of 
your five lives. Iffive lives seems 
a little meagre then don't fret too 
much — extra lives can be 
garned at regular point intervals. 





CRITICISM 


e“al who first brought 
out the “Commando” style game 
on dt é of micro are a bit 
late w ir Spectrum version 
and by the look ofit they haven't 
o re much time on it either. 

o Dares Wins |f suffers from a 


distinct case of colour clashing 
which | thought had gone from 


| the Spectrum nowadays they've 


the backdrops are quite good, | 
ea aa men are too td 
dyabiip vise, fls very goo 
indaga, and its also highly 
addietive, though | did have to 
make an effort to start again 
alter knocking out severa! out- 
posts and getting some way into 
the game. There's lots of fun to 
be had blasting all the little 
enemies, and | enjoyed it; ! think 
most shoot em up freaks will 
too. * 






















O “There are so many Comm- 
ando type games available on 


really got to be something spe- 
cial to justify buying. This, un- 
fortunately, isn't rea ly ota high 
enough standard and pales be- | 
sides Elite's Commando and 
Imagine's Green Beret. The 
gra is are flickery and the 
andscape rather biand, and 
there are other niggles too, like 
being able to stroll through trees 
and other landscape features. 
The game is still fun to play, 


though, but isn't really worth 
buying if you've alre got 
Commando' game. ” 
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your tracks. This may appeal to | 


the 'shoot em up what ever they 
are freaks” but Im afraid it is not 
up to the Rambos or Com- 
mandos of the Spectrum 
scene. " 


“A good shoot em up, I think. 
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Control keys: redefinable 

Joystick: Interface 2, Kempston 
| rd play: responsive and 

straightforward 

Use of colour: a bit thin and 

suffers colour clashes 

Graphics: lively enough but 

disappointingly stick-like 

characters 

Sound: reasonable 

Skill levels: progressive 


Lrating: a rather 
disappointing version, stilla 
reasonably enjoyable and tough 
shoot em up though. 














Retail price: £9.99 
Author: Martin Walker 


there's usually a computer 
game to match and Back to 
the Future is no exception to this 
economically sound rule. From 
the bonny bay of Southampton, 
land of Elec tric Dreams comes 
da was predictable, Back to 
the Future — the computer 
gorl For those people who've 
ved within a cardboard box in 
Kirkcaldy for the last year and 
don't know the plot it is as 
follows: 
Marty McFly is the archetypal 
fearing, — bomb-—loving 
nerican kid and, due to some 
freak accident involving a 
DeLorean sporty car and an 
eddled professor, is hurled back- 
wards into time to his home 
town around the nineteen fifties. 
In fact it's just about the time 
that his parents, George and 
Lorraine, first got together but 
this is where the problem comes 
in, they aren't getting together 
and it soon becomes apparent 
rá Marty is the person who has 
to perform the matchmaking 
since no one else seems to be, If 
Marty fails then by simple logic 
he ceases to exist and that just 
doesn't add to anyone's street 
credibility. lf he succeeds, then 
there's a happy ending and 
everybody can leave the e Md 
| with dry hankies, A happy end- 


| E: every smash hit fim 


ing is what fou, playing hero | 
ve 


Marty McFly, have to strive for. 
Getting the two potential 
parentais together is not an easy 
task, especially considering that 


Marty's mum fancies her future | 


son. Dissuading Lorraine's at- 
tentions and foisting her onto an 
unsuspecting George McFly is 
far from simple and the problem 




































































| Lorraine to spend as muc 
| together as is possible. H'they do 


| mony, 





manifests itself as an arcade 
adventure using a type of mini— 
icon m for interaction with 
lg and objects. There are 

ve different objects to be found 
in the five different locations. 
These can be used on the five 
different characters that wander 
aimlessly within the binary 
backstreets. Five is obviously a 
cg number for the des- 
alli Objects can be picked up, 
ropped and used. Objects are 
used on characters and result in 
one of three responses: run 
away from Marty, follow Marty 
or completely ignore Marty. 
Being completely ignored is the 
game! s way of telling you 
you “ve done something stupid. 
e idea is to force George and 
time 


then love will most certainly be 


| inthe air and to indicate the level 


of George and Lorraine's har- 
a family photo bottom 
right of the ção shows by its 
completeness how things are 
going. fit fills in then the game 
is over and everyone lives hap- 
pily every after. If, however, the 
picture totally and utterly disin- 
tegrates then “Game Over 
throws itself into the middle of 
the screen. 

As said before there are five 
atom and one main screen 
a ves access to the other 

ei 


the action takes place. Trogging 
left and right causes the screen 
to scroll in the opposite direction 
with Marty to the left of centre. 
Along the street there are four 
portais to the lesser rooms, each 
exactly a screen in size, and 
these can entered by pressing 
up. Within these rooms are 
found the objects that can be 
used to influence the potential 
parents' petting patterns. Troll- 
ing along is not the only form of 
transport, to be the speedy man 
around town you can use the 
skatebosrd. With board and 


is is where a majority of E 


wheels beneath your test you 
can really ni avoiding any 
trouble from Biff. 

Biff is the school bully and is 
so called because he Biffs peo- 
ple. Get biffed and precious time 
wastes away while breath is 
| caught. Biff can be rebiffed 
though since punching is some- 
thing that is handily supplied to 

our | roire of commands. 

iff the bully and he won't be in 
the mood to hit anybody for a 
good minute or so. 


















































CRITICISM 


E door una DE volvo doem tm 
ame IF “ve seen the 
and t Em dd Tt wouldn't 


ly 
that a lot of the latest film tie-ins 
have actually had a lot to do 
with the films themselves — 


piece together. * Esch 
characters in the game bos Fins 
own sort of nality, laço | 
had great shouting 
ea. ab ço 
marry the woman who chased 
me round the whole neighbour- 
hood (Hallo mum)! The: 

area is small and can be 


got the di ago de in quiet on once cao vo 


dissppoinement, SUisondh the 

is very good and 

palio uo for the not so special 
scrolling. 









“ Yet another game of the 
film this, and as usual it's pretty 

From the word go | jp 
annoyed, tt isn't compellin 


trol ing vour character is a litife 
weird as to execute certain 


button [Fist style). The graphics 
leave a lot o be Bon ai oia 








to the 





playable in the siightest or | 
moves you have to dmg the fire 


playing area scrolis left and right 


character by character — to 
avoid attribute problems | pre- 
Fin This rã Ee qi 
DOK very jerky. the characters 
look unreal [limbs in the wrong 
places etc) and they also res- 
embie each other so much that 


“the first few goes it's hard to 
distinguish between them. || 


wouldn't really recommend this 


às fl is of a very poor | 


game 

standard but | feel that many 
people will still buy dt on the 
strength of the film, 


O “ As is usual with a smash hit 


| film that's been used as an idea 


and converted into a game that's 


| really awful, dt will sell and sell. 


Nothi really new there. Back 
uture follows the same 
format as many other liscensin 
deals; it has awful graphics an 
practically no gameplay at all. 
hard to believe that 
people have been credited for 
graphics and game design on 
loading screen, nobody 
could be proud of such work. “ 


COMMENTS 


Control keys: cursors and Space 
to fire 
“Kem 


pston 

Keyboard play: simple enough 
Use of colour: hard v pretty, 
ge rish is a better wo 

raphics: awfully animated 
characters plus nastily jerking 
background scroll 
Sound: very neat title tune but 
apart from that there's near to 
nothing. 
Skill levels: 51 
Screens: 5 
General rating: a very expensive 
disappointment, and annoying 
to see Commodore screens 
used so largely on the 


| packagina. 
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Producer: Quicksilva 
Retail price: £8.95 
Author: Dave Whittaker 
and Steve Hughes 


fer commiting some 
horribly sordid and part 
PF  Mlicularly nasty crime arch 
professor eccentric, Dr Augus- 
tus Dopper, has been taken into 
the police custody and is in sev- 
ere danger of having to eat large 
amounts of porridge. Left within 
his Hyde Park residence are a 
number of yet to be submitted 
patent applications. Though the 
dear old Prof was far more than 
the odd marblé short, stupid he 
wasn't and qi various potential 
patents are of a very interesting 
nature indeed. The Daily Shock- 
er is one of the organisations 
that the new inventions have 
managed to interest. Why? 
Because their readers have a 
right to know? Because some 
rather mind-stimulating and in- 
depth articles could be written 
about them? No, the Daily 
Shocker isn't that sort of eg 
It's because the headline 'SICKO 
BOFFINS STARTLING INVEN 

NS" would sell plenty of 
copies to the type of reader that 


theragattracts. 

Hacker Harry, editor in chief, 
soon assigns the best man on 
the staff to the job of getting into 
the Prof's labs to photograph the 
pat. pending papers left around 
the place. His name is Jeremy, 
he is a punk and is a YOP trainee 
photographer, 

Old Augustus Dopper had a 
very strange mind indeed and 
for some peculiariy unexplained 
reason the. professor's wmork- 

lace is decorated with à num- 

r of palm trees and a hole in 
the ground. Since the palm trees 
are a bit dull Jeremy decides to 
jump through the hole and into 
the multi-layered caverns that 
make up Augustus's secret lair. 
Within this subterranean psycho 
bin there are some very strange 
objects to be found and not all of 
them are as benign as they may 
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| Jeremy's travels is to seek out 
the number of pots that prolifer- 
ate in the caves, for within these 
He one of three items: a vac- 
cuum, a masty or a patent. The 

rSt causés no trouble, just 
disappointment. The second is 
surprising and steals any ob- 
jects in id inventory. The 
third should photographed 
instantly and recorded for 
posterity. 

res Vie film is full it has to be 
developed, an activity which is 
carried out at the place where 
Jeremy came into the scene. It's 

































fresh air as it blows away any 
form of radiation that may have 
infected Jeremy. Because of the 
strange nature of Dr Dopper's 
experiments there's more back- 
| ground radiation about than 
there is on Cumberland's bea- 
ches and popping back to the 
outside world drains off the 
millirads at a reassuring rate. 
Another thing to be wary of are 
the baddies ready to spring into 
Jeremy's path if he trundies 
over a Jeremy sensitive pad, 
io after him, they trounce 
the punk person and steal all of 
his loot. 

Hocus Focus is a game that 
takes place within “windows” 
There are four in alland'the main 
window should kee Your eve 
for most of the time. ltcontains a 
centrally placed Jeremy sprite 
with his background around 
him. As Jeremy moves with his 
left, right and jump keys the 

retty scenery scrolis smoothly 










To interact with his environ- 
ment far more than the normal 


lied, two of the other windows 
relate to the implementation of 
tha icon system. Hocus Focus is 
also an adventure type game 
and a quick póund on the icon 
key freezes all action and acti- 
vates two little windows. Up and 
down cycles through the various 
actons available while fire 
selects that command. This 


well seem. The major concern of 








also worth resurfacing for the | 


directional controls are Supp- | 


| 4 
PERERECA DRE EA, gd ga 


o o EE a E o. Eat 


ture without text it works ve 

Weil indeed. The icon system is 
one of the casiest to use that l've 
| y6l seen, change betwaen ar 
cade action and ponderous 
decision is very easy indeed. 
lhe graphics, though mono- 


section is needed quite a bit for 
peering in vases, taking photos 
and developing film type activi- 
ties. As in all good adventures, 
objects can be picked up and 
manipulated, in factthey have to 
beto finish the game, 

All is over once the complete 
set of patents have been cellu- 
loidally captured by the punk 
cub reporter. 


CRITICISM 


O “Hocus Focus is a very well 
presented and neat little game, 
although | feel it suffers from the 
same problem as FGTH in that 
you need a good few hours to | 
Play through the whole game. 













animation is especially nice. The 
scrolling is noticeable by its 

quality, very smooth and fluent 
| indeed. Overall a neat little 
release that would be well worth 






this type ofthing. 





















O This is a straighiforward 
game in terms of gameplay — 
patience and a good mapping 
arm are all that's needed to 












well finished, tidily produced 
product with excellent serolling 
icon control that is fun to play — 
for a while at least, At times the 
game can be very frustrating, 
particulariy when a meanie pops 
out and steals your film which is 
full of useful snaps, but if ou 
make a mistake it's not fatal! The 
animation is quite neat — | par- 
ticularky liked the punk hairstyle 
| Of your hero cub reporter — but 
the actual playing area is, per- 
haps a lítile small. All in, not a 
| bad game, but not a great 
game. “ 
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RR Control keys: O/P left/right, M 
LET -— | tojump/activate icon, A for icon 
Despite this awesome task | got | mode, Q&A to scroll icons 








quite involved in it, and quite 


Joystick: Kempston, Cursor 
enjoyed trudg ea through the 7 
recesses | 


ves. Interface 2 




















t | some tropical eyboard play: responsive 
island. The play area scenery Use of colour: monochromatio 
well detailed but suffers ffom | main Screen with colourtully 








po y windows. | 

raphics: nice animation 
though the backgrounds area 
bit bland 

| Sound: not amazing and barely 
audible 

Skill levels: 7 

Screens: multi-level playing 
area 

General rating: quite a nest 
game that is actually original in 
Some aspects. 


being cramped up in a small 
little box at the top of the screen 
— after a while | feht the strain 
| On die my as this little box is 
where 95% of the action takes 
place. Hocus Focus was easy to 
get into but presented no fur- 
er chalienge in keeping the | 
game going — all that is neede 
game going — all that is needed 
ts lots of time and patience, as 
“the baddies (that incidently look 
like martians from outer ) 
very annoying after a 
few minutes or so. | enjo 
playing Hocus Focus the firs 
time but wouldn't bother to go 
back to it again. 


































































O “A strange little release this 
and rather pleasant it is too. As 
én interpretation of an adven- | 








chromatrc, work quite well the | 


a look at from any person into 









complete it successfully. Its a | 






































e O 


ã 
| 
1 








nos = dai Ê = = Fa " do MP UR ar | 4 À T 
MEASURE UP TO QUAZATRON 
Penetrate the labyrinth of this subterrancan citadel on the planet Quartech. Your heroies must save the 
human race From extermination by the alien deoids.  Subvert their destructive course in à series of 
gripping confrontations. Ward off their ussaults as you grapple with death itself. Pit your wits and 
ingenmity against their devious array of guises and trickeryv, Above all = vou must deactivate 
them, Re supreme or risk obliteration. Quazatron by Steve Turner is the Spectrum 
“4 equivalent of award winning C64 Paradroid. 
is FOR ASK ZXSPECTRUM AND 128k 
EN SPECTRUM (IN 38k MODE) 
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CASSETTE £8,9a 
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do the highschoo! cateterio. Hip-zap, door attack detido pio 


pressbut can yousrake him hand his love letter to Pre girl. trrendge 


Imagine Software [1984] 6 Centr; 
B1-534 


Manchester M2 5N'S. Tel: 061-B3 








Br SION vottne big match b re oking throvah the 


aimo: ton top of you You s return the 

en a tons dido JOCk- Rir a bal 
bounces T7a rom VA ur pe s looping, ; 
ob... 5MASH!...o greol pens the score...but this is only yo! 
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point! Play head to RESTA Fr ago Tin lhe computer ir 
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HYPER SPORTS . 


Enter the stodium ot Ki aro 5 be Larcode 15h-hit sports s 
gs A ne f rInEsse and skil of AC he ryond She BEf Chodi fl 
erticol timing and brute Feree ot weight lifting — six events to leal 
to your limit. Hyper Spo rig - ontinving the challenge where “Irock 


ond Freld' leH o! 


Imagine Software Is 
availabie from selected branches of. 
SEE, WHSMII ERA jonmManzes Roe do rs REINER Ta ADI LHE n==a =! Spectrum shops and all good dealers. 












Thrill to the secrets of the 
mystical 


Expand your intellect widthways! 


There's no need to be a software wimp. Just a few short 
weeks after participating in the CRASH twelve month 
programme of Softwareology you could become the envy of 
vour friends, learning about all the latest and bestest 
Spectrum games releases before they do. All you need is the 
power derived from a MYSTICAL SUBSCRIBER NUMBER 

Literally thousands of satisfied customers derive monthly 
benefit from owning a MYSTICAL SUBSCRIBER NUMBER 
which brings joy and radiance to their countenances for a 
whole year. Soon, you could be amongst them. 

Confound your enemies who still stump down to their 
newsagent every month to get their copy of CRASH — your 
MYSTICAL SUBSCRIBER NUMBER will cause a copy of the 


| magazine to pop through you letterbox once a month! 


Receive CRASH days before your enemies, and fearlessly say 
“Hah! [already know that” to their faces when they tell you 
which games are CRASH Smashes each month. 

The CRASH Course of Softwareology, initiated by your 
MYSTICAL SUBSCRIBER NUMBER is available im tivelve 
monthly installments, cunningly disguised as apparently 
innocuous copies of CRASH Magazine. Each and every copy 
of the magazine contains lots of competitions, game 
reviews, news and views on the Spectrum Software Scene, 


| tips and hints on gameplay, game reviews, features on 


programmers and software houses, Oli bugs, game reviews 
— oh! lots and lots of things. You can expect well over one 


hundred pages — yes, that's WELL OVER ONE HUNDRED 


Mrs 
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Take no gyp 


“DA, and be a dear will you and fill in the form below, not 
forgetting your post code. Don't forget to choose which issue 
of LRASH you want your MYSTICAL SUBSCRIBER NUMBER 
to Raso work on — it takes a few weeks to process your 
ICAL NUMBERS you know” Guru Denise 


PAGES — of interesting things to read every month. And lots 
of them will be printed in pretty colours, too. 

For the piffling sum of £15.00 if you live in mainland Britain, 

ou too can become the owner of a personalised MYSTICAL 
SUBSCRIBER NUMBER and a member of an elite amongst 
Spectrum game players, capable of claiming discounts on 
games ordered from Auntie Aggie at CRASH Mail order. All 
pe have to do is quote your MYSTICAL SUBSCRIBER 
NUMBER with your written orders and Aggie will let you 
have 50p off each individual game you're ordering that costs 
more than £5.00. (The MYSTICAL SUBSCRIBER NUMBER is 
not powerful enough to obtain extra discount on general 
reader offers, or on programs that cost less than a blue one... 
you can't have everything.) 

H you want to become a member of the powerful sect of 
people who possess MYSTICAL SUBSCRIBER NUMBERS 
whizz a cheque or postal order for £ 15.00 if you live in the UK 
or £22.00 if you are a European person to Guru Denise, 
Mistress of the MYSTICAL SUBSCRIBER NUMBER. Her 
cover address is CRASH Subscriptions, PO Box 10, Ludlow, 
Shropshire, 578 1DE, so write to her there. 


If you live outside Europe, it's best to drop Guru Denise a | 


line, so she can work out how much it costs to prepare your 


personalised MYSTICAL SUBSCRIBER NUMBER that will | 


cause twelve consecutive issues of CRASH to wing their way 
to you by magic. 
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At least the sun's been shining in through the grimy CRASH Towers 
windows this week, making it feel as though summer might actu- 
ally be on the way, The sun seems to have brought a rather interest- 
ng bag of letters this month as well, Top topic is definitely the 
spectrum 128, with some mixed opinions about Uncle Clive's latest 
venture, There are stillsome comments arriving about the redesign- 
ed CRASH, with some relevant ideas about the review ratings, and a 
few follow up points about things like CRASH covers and home 
copying. | found myself torn between two good letters, and ended 


up awarding the first Letter of the Month status, and the second, 


Runner-Up of the Month status! Ôn with the Forum! 


LAST ONE FROM 
A LADY 


Dead Lloyd 
Lam fed ao with the constant 
stream of letters complaining 
about blood, gore, sexual 
overtones etc, letters from 
'concerned' parents and other 
relatives that are flowing in 
with stupid statements like: 
The advertisement for The 
Legend ofthe Amazon Women 
is totally unsuitable for my 63 

ar old son. Or “Iwill never 

y CRASH again, as long as it 
continues to print 
advertisements similar to 
Bormjack. My son's order has 
been cancelled, At 26 he 


| Na 2 2 Listinge. Uvas: 
freio Ag 


should not be subjected to 
lustrations showing 
bombs. 

The sort ofthi ngs these 
“helpful” do-gooders find 
offending amazes me. lf you 
were to take out all the adverts 
likely to offend these Mary 
Whitehouse types, then sadly 


| you would have lost around 20 


sides of paper. These are the 
sortof da bo a find 
offending: The advert for 
Desert Rats on page 123 
(March Issue) Not only does it 
show men at war, but those 
men are gasp! inshorts and 
geek! they, they, | can't bring 
myself'to say this but their 
socks are... wrinkied. But if 
they find that bad what did 


'meana lowating of 








sorrespondenco and humour 


pç pt forevoulo 
eleitor games. I'll land my 
À ba dia fd 


they think of the ad. on page 
557 With such a horrific title as 
“The Co mplete Crashman' 
how was itever allowed to be 
printed. No doubt CRASH will 
receive dozens of letters with 
things such as: The adverton 
page 55 of the March Issue 
should never have been 
rinted. Showing two people 
eaning on a climbing frame of 
some description, will greatly 


| encourage vandalism in the 


under 35. | 

The advert is downright 
disgraceful. | removed page 55 
of my March Issue. Imagine 
printirg such an advert, with 
scribbles on it. So many 
people will now see it, and 
may be temptedto—to—to 


No rc opção 





ER a roi 
such use of of software. we we are 





[| Stum 
andotarBre ES 


| seribble on magazines. lam 


disgusted to say the least... 
Bic 


Al | can say is it's sad to 
think that people send in 
letters like this in all 
seribusness. Fair enough, all 


| adverts do not suit everyone's 
| taste orage group, eg an 


advert for an over 18 should 
not be shown to a 3 year old. 
But how many 3 year olds are 
there who can read? These 
adverts should be taken light- 
heartedly. fyou do not like the 
advert, then don't buy the 
game. Don't waste Forum's 
space by filling it up with 
stupid letters about adverts 
vou don't like, 

| réad CRASH from startto 


CRASH May 1586 
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finish NB unaccompanied by 
my parents. | did not feel the 
| urge to lean on a climbing 
frame, scribble on someone or 
“build a bomb. lam nota 
mindless idiot, lhave a mind of 
my own and | certainly won't 
be influenced by adverts for 
| computer games, which 
usually have nothing to do 
with the real world anyway. 
After having to read through 
agruésome 'quts, gore, sex 
and so much more” edition of 
CRASH and writing about the 
horrífic, shocking adverts | 
should NEVER have looked at, 
Hthink | deserve latter of the 
month. f however, | am not 
awarded the letter ofthe 
month | will send you a million 
copies ofthe Sweevo's Word 
| advertisement. This may 
| encourage vou, unless vou are 
bald [You probably are) to 
spike' your hair. And'then 
your Mary Whitahouse type 
| contributors would never 
speak or write to you again, 
And it would serve you right! 
This is definitely the letter of 
the Year never mind the 
| month. 
Kirsty Dowmnie, Edinburgh 


HEAR HEAR! Well, perhaps not 
quite Letterofthe Year. butido 
think you deserve a secondary 
Letter of the Month runner-up 
prize, so "im authorising the 
release ofa É 12 software 
voucher to you Kitsty las a 
special concession for the 
mormth of May! 


| SURVIVAL OFTHE 
FITTEST 


Dear Sir, 

While in my local computer 
shop recentiy, | couldn't help 
noticing how the number of 
computers and computer 
games have declined, 

Do vou remember the 
Christmas of 1984? When 
computers were on the 
television every night and how 
we were being told of sales 
which were at phenomenal 
levels. These were the days 
when there was a 2-week 
waiting list to buy a computer 
and the shelves were 
overflowing with computer 
software. 

So what happened between 
then and now? Could it be the 
Conservative philosophy of 
“survival of the fittest"? Could it 
be the recession? Or could it be 
that everyone who wants a 
computer has one? Itis hard to 
say, but a parallel can be 
drawn between the home 
computer side of the market 
and the business side. 

This side of the computer 
market is also in decline, and 
some may say it is because of 
the reasons already given. But 
there could be another reason. 
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With the research and 


| development which went into 


designing bigger and better 
business computers being put 
to use, machines were 
developed which are more 
sophisticated and reliable. 
This sophistication and 
reliability combined with the 
correct software backup 
means that computer systems 
will remain more advanced for 
a longer time, This will result in 


| à business which will be less 


willing to spend money on a 
new computer system when 


| they already have a fairly 
| reliable, IE slighthy dated, 
| system, 


So what has this got to do 
with the home computer 
market? Weill, with the 
introduction of the Spectrum 
128K, itisclearto sesthat Clive 
sinclair is taking a great risk. | 
am sure that everybody will 
agree with me that 


introduction of a 128K 


Spectrum is welcome and 
fascinating and the prospect of 
playing 128K games and 
adventures is exciting. But the 
roblem will be with sales. 
any Spectrum owners will 
be unwilling to sell their 48K 


| machines and buy a 128K 


which will mean that Sir Clive 
will lose a potentially large 
market. 

So what 5 the solution? Well 
Ican't offer one, it is up to the 
individual whether he or she is 
willing to part with their 48K to 
buy a 148K. But |am sure that 
mary people, like myself, will 
be unwilling to do this, with 
the resultthat the 128K will not 
be as much of a success as the 
48K was. But whatever the 
result, [hope that Sir Clive 
does not come up for as much 
criticism as he has had for 
some of his farto res, 


Joseph F 
ao ni da 


There certainly isn'tthe 
atmosphere that used to exist, 
ele saren'tas full of goods 
many retailers are less 
anthuaiastie altogether about 
computers and computer 
games. But vou have put the 
argument in a neat nutsheil, 
The British purchased more 
home computer hardware per 
capita than any other nation in 
an amazingly short time, 
Hardware sales have just 
reached saturation point, so it 
ismtaltogether surprisin that 
there is a corresponding A in 
shop stocks. Ubgrading every 
vear when a new device 
appears becomes financially 
impossible, not only for the 
individual, but also for 
companies, and you may be 
night that this syndrome will 
hit the 128. 
às you'lisee, ve received 

many letters about the ad'vent 
ofthe 128 — what follows is 
justa selection... 


LM 


worked pe 
ROSS ne di 
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du screen were | 
distorted. 





ONE HUNDRED AND TWENTY EIGHT! 


Dear CRASH 
We have just read your review 
of the new Spectrum 128, and 


ao e inform you of 


e with two of 
e boo 


In 128 Mode: pitada 


NE 


Firsthy Glad d 
wB os 
Faolgh and no matter what 
we trigd itahways crashed 
before reaching the loading 


screen. 

pa 
nokay 

Sed when the firstcode was 


nto the drea Lenslok, 


came to Vagão is it 
must be the machine — 
aloe at rg ng her are 
peça e nght 









this Dart Sir to Fr day 
graphics near the top of 





Alien 8 loaded and 


ran without any probi va Fut 
Throttle ereto a 


Pi l butran dem cor 


E WErE Now runnii 


out of 
rasta dice TEA TI |, so nto 


beber dona TGeitonis E a. 


ked up' judo EE attachad 


are contamplati 


printer went berserk. The 
moral to this sto A dd is big to 


see— fany b 

n a 
, they would tra buvinga 
along some ms tó 
bsfore paring With any pa 
earned ca: 


il fics a mentioned 
software loads first time and 


runs perfectly an an ordinary 
Meland “rim dt À 


Armani ele experienci 

Es loading problems? read 
FCómie 

dharihe ma order house,” 





| | S Eat i n their 
cureniform wonw tworkonthe 





versions, 
cspecray on recent titles. 


ALLITS CRACKED 
UP TO BE? 


Dear Llova, 

When |h Heard about the launch 

ofthe 12 Spec truím, | 

imimechately thoughttua 

Hhungs: 1. Sinclair will have 

gv fem tie ne Tent + pes trumoa 
ound chip. 

à The e E) xti a dr ory will have 
am put to q00Od Use 
providin q an adequale Sscresn 
dispiay. VVell as vou know, 
| pres er live gave us the sound 
but not the screen. 

The Commodore has a full 
SOOU disi Hay, wvith individual 
pixeis that can be set to one of 
eight colours and'this with 
only 64K 04 memory! Fã vuty 
Assad ! jo deer n done É the 


and colour! (The-Hi 
res was a software 


graphics, a 





a pie Em entatiotri yr ps sottware 
Farm” TI) 
IF thes 


then wlry hasn'tany software 
hardware house col nie- al vei ith 
a proper full-colour per um 
cisplay? Imagine Exp! fodi uy 
Eistwntih full colour and sound 
talmost as good as the 
Commoa adore B4 version? or 
Movie withcolour! Justthink if 
lhe phrase there are some 
attribute problems was 
removed from the reviewer's 
vocabulary! 

Okay guys, how about it? 
Peter Dann, Lowestoft, 
Suffolk 


Anglo com pisintimade quod EN! 
elagain!fidoes sesim E | 
je that the E 28h; 2s on 7 
cptec for better sound whe 
comes to the mac gete mas 
presentation 


LM 
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FOR SPECTRUM, Liberty House, 
COMMODORE 64 222 Regent Street, 
AND AMSTRAD London WIR 7DB 


AFTER THE EGG COMES. 


CORE 


ENCY TRANSMISSION . .. EMERGENCY... EMERGENCY TRANSMISSION . . . EMERGENCY... EMERGENCY TRANSM 
Distress signals received from Eroc | suggest all human life threatened . .. 
Expect to find terminal situation . . . Prepare accordingly ... 


From A “nm F comes CORE; teleport into this fully animated, icon-driven adventure and explore over one 
thousand full-screen locations. Will you find the pieces of the scattered brain and put it back together 
before yours falls apart? 


In case of difficulty, Core con be obtained from Argus Press Software Ltd., Greenwood House, Dewhurst Street, Darwen. Lances. BB3 ZEN. 





| 128 GOOD AND 
BAD 


| Dear Lloyd, 
As the long awaited 128K 
Spectrum has finally arrived. | 
will sum up what in my 
opinion are it's good and bad 
points. 

Firstly the good points; a 
bigger memory, a better 
sound chip, a tape tester anda 

' calculator mode. An added 
advantage is that you can run 
“old 48K programs on it. Which 

brings me to another rather 
debatable point; will the 45K 
machines now become 
redundant? 

For example let's take the 
18K Spectrum which às far as | 
know was released before the 
48k version. ltwas the first 
home computer that software 
companies other than Sinclair 
wrote games for but as the 48K 
machine was released this 

| software supply dried up 
because the producers wrote 
games for the more powerful 
version. This makes me 
wonder whether this situation 
will now oceur with the release 
ofthe 128K version. 

Here is another example: 
After many hours of arduous 
pare laying | finally escaped 

rom the castle in Fairtight and 
was told that the sequel was 
called A Trail of Darkness, but 
| on reading that this was being 
| released on the 128 | wasn't 
too happy. 

Lam however not againstthe 

| idea ofthe 128 but | do think 
this is a valid point. 
kain 2 ad 
Trent. Staff: 


Burton-on- 


Weil, as we've just seen, notall 
SSK games will run on the 128! 
Fou're right that those who 
purchaseda 16K Spectrum 
soon found themselves unable 
to play new titles once the 48K 
Spectrum was released as few 
software houses wanted to be 
bound by the memory 
timitation, | have heard it said 
that some programmers fee! 
they can write more game in 
SEK than most other 
programmers could manage 
in 128, but there's no doubt 
that the extra memory will 
ensure lazier programming 
techniques can be used'to 
provide games that might not 
actually contain more than a 
45K game does now, and 
therefore the attractions of the 

Extra memory available will 
mean a gradual phasing out of 

| 45K games. However — and 
its a big however — that will 
uitimate!y depend on 
marketing, because if 

| insufficient Spectrum 128s are 
sold, then there won't be the 
sales incentive for software 
houses. We'll have to wait and 
See. 

AM 
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THE WORLD OF 
DIFFERENCE 


Dear CRASH, 
There's aworld ofdifference in 
the 128? The UK launch of the 
new ZX Spectrum 128 and the 
continuing sales of the 
Spectrum Plus will surely 
increase Sinclair's share of the 
home computer market. The 
advantage of the extra 
memory and improved sound 
should open up all sorts of 
possibilities, especially for 
new software but will the 
standard of 4BK software fall 
as a result of software houses 
starting to concentrate in 
developing and producing 
software for the 128? The 
special Tape Tester option 
could help solve loading 
roblems associated with 
urbo/Hyperloaders. Will 
existing Spectrum Plus or 48K 
owners abandon their 


| machines for the 128 or 


perhaps wait for the official 

upgrade kit from Sinclair!? 
hen software houses 

advertise their games early, 


| before they have been 


released or êven exist, and 
people send off money direct 
to them, they are only judging 
the gamer on the 


| advertisement. | usually wait 


for previews or revisws ofa 
ame advertised before 
uving itfrom a discount mail 
order company ata ii of 
t2.04. Although the standard 
and quality of programming 
and software has greatly 
advanced and improved over 


| the years, the cost should have 
" Stavedat a reasonable level 


compared to today's high 
prices. |s the high cost of 
software partly due to the 
development of anti-piracy 
methods? Is there more 
difficulty in using Lenslok or 
loading hyperioaders? The 
saga continues. 

mally, Hhink the overall 
content, layout and 
presentation of CRASH has 
improved lately, but what has 
happened to the 'Games 
Reviewed" index in the last two 
ISSUES! 

Lloyd, willyou be ordering a 
2001 Hermes 'artificial 
intelligence” machine for the 
future!? 


Colin Reekie, St Monans, Fife 


[won't say anything about 
your 128 comments! Glad you 
like the look of CRASH lately, ft 
was about time fora bitofa 
design revamp. The Games 
reviewed Index has suffered 


“Tforthe reason that !'m told, 


both the last issues were a bit 
late in “going to bed”, and 
obvicus!y you can't say what 
game is on what page until 
raid are all laid out, and that 
didirr't finish until itwas too late 
to typeset the index. Why 
should | need a machine with 
artificial intelligence when I've 


got Robin Candy nearby — his 
“intelhigence is all artificial! 


Plymouth 










MORE 128 NON-LOADERS 


Dear Lioyd, 
- Vamwriting to tell you about 
the problems | come | 

across with my 128K 


Firstligota Cheetah 
Interface, bui certain software 
willnotwork with itin eg Mílkie 
and The Incredible Shrinking 
Firerman, with the interface out 
orthe DK'tronics interface they 

tested both games on my 
brother's 48K and they both 
work so it seems its just the 
128K and the Cheetah 
Interface may notbe 
com a pla ala 
— without interface the. 
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WHAT HAPPENED 
TO SABOTEUR? 


Lear Lloyd 


Could you please 
has happene 
map? We were tol 
“appear in the March edition, 
butso far it has not 'appeared' 
larch edition! 

ranks for a great mag! 
Keep up the good work! 


Matthew Bradley, Wembury, 


notwork on the 128K. 
Now can you help me? What 
has happened to Street Hawk? 
AUGust 1968 for my ires 
igust 1 r my free copy 
with the subecri jon. My | 
mum has already w 
the subscription d 


and got no 





nt 
ot no reply. When will it 
od drop through my letter 
Thank vou for your list ofnon- 
loaders, Jason. Street Hawk is, 
believe it or not, still “on the 


your subscription copy, you 
should by now have received a 
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THE CULT OF 
PERSONALITY 


Dear Loyi 

E Em peida s ER voOur method 
of revicwin 13, ww ich | really do 
thinkas seriousty lawed. The 
fact ZAPPA have got at least 
Or Mght and thais the 
dei tification of the reviewers 
re this : argument has bi JE 
mentioned m the * pag 185 01 
CRASH before, 
suggestion th at VE VV ld take 
the opinion Of some trevior 
witha pinchof-sakt''is notithe 
case. With ZZAP!, lhe reader 
conidentify math the reviewer, 
and build up an idea of his 
tastes andattitudes, in CRASH, 
vou don thave a fo gghes! 
idea who's wvritin gqwhatandiat 
can cause contusion 

qu hit si ss X «at nes |5 Lu 


rated RASH a! 
e Ed 8/8/:]8] 


the: vare wi tter “PY ES dE UTI i | 
quote, A mus Ro Tr amy 
inata tabi eta eU 


FE U end 
un TE: dy nl 3y EU ct aci + 
did Otcowsdl ho 
because the strongest 
adve nture | can take is 
Cautdro HE, Leguladn the 
o to mail 
G ODSCUre clu 
 VELCRA SH purs Lê ie As E 
JuOta Hi ou hkedo Pra 
No O Rs PVen if vou cdidn tivo 
vil OE EX Fl Darai 
But my argument comes 


into piav awheninthe 


DAVE 


Impressiondhal they cioni 
enjoy Gargoyle's previous 
games Soeither theli 
opimons have changed, or 
they are different reviewers. 
Bu do ve knouv wiugh? 
Another option would be for 
paty toe ando IS6 YOU 


iairéd Fa] dl Siráles [y E =] E= 
cindependentiy, vel 
a ER senture ano shoot 


em ups, arguably the most 


| RAH RAH, 
REDESIGN? 


Dear Lloyd, 
After readihg March's issue | 
feel congratulations are in 
order. Why? Because ofthe 
layout of reviews and the 
general layout of the 
magazine, that's why. The 
previous layouts were very 
good but this far surpasses 
| any previous standard your 
magazine has set and the issue 
is the best in my collection. 
But the real reason | wrote is 
to suages! a few alterations to 
your 90% (In my opinion] 
| perfect mag in an attemptio 
reach the 100% perfect mag. If 
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popular aréas 0! gaming, are 

ogether. Perhaps if 

S, fm o ous If 

vd vish, only ne 

ype ota abç their comi ments 
mwouto De ATE i 

Again arm other ) 
WhErE this conti Dl IG lacking IS 
SIVOvV nan the review of Beach 
ne A ANG ou of three 


TEVE DD 


j di a | Ê RE, tt u Cy 
ofthe re 
didn't like á 
and thatwe shoult avertou! 
atentiondo more 


intellectually strmulatina' 


E 4. these Were 
pe LNEs am 1 py 
smashed Po ENTITA 


vv ObvioLS 
mers who 
ando which, 
et's face it is the simples! 
form of game possible. Of 

se the rev rs Couto 

| à De BM ecalles ad 
ciótivegabol tihe Game 


Mark Clive Wynne (15 
Chester 


SO ne goDo ) BOMEs Ne 





peu print this letter (which | 
now you won't) and invite 
other readers to write in, 
agreeing or disagreeing with 
me, [am convinced they will 


back me up. This willhopefulhy 


end up with your staff 
concurring and therefore 
complete the magazine which 
is streets ahead of any other. | 
feel you could do far worse 
than to print this letter instead 


| ofsome loony letters you 


occasionally print. I've 
numbered the points. 

1. The Ratings: Onhy a slight 
(1) change here, changing 2 
marks. They are set outin a 


Similar fashion to the review 


system in ZZAPl and AMTIX! 
PRESENTATION: (Replaces 





“Use of Computer” which is 
rubbish) Reflects packaging, 
instructions, on screen options 
such as | tick makes and 
definable keys. 

GRAPHICS: Should reflect 
use of colour, animation and 
definition, although marks 
should notbe knocked offifthe 
programs are two colour to 
avoid attribute problems. 

SOUND: lreplaces the 
pointless(ish) getting started') 

Although this may notbe a 
valid rating due to the 
Speccy's capabilities. It would 
contribute greatly to a person 
who has to choose between 4 
or 5 games of similar quality, 
Sound could be the 'casting 
vote”, Sound should reflect 
spot FX and FX also tunes at 
the start (if any) and tunes 
during the game (if any) 

PLAYABILITY: Nota lot 
needs to be said on this. 
Should reflect ease of joystick 
and key control (although that 
could be included in 
“Presentation” also of course 
reflects the game play 
(naturally) 

ADDIC TIVE QUALITIES: 
Another familiar rating. 
Should reflect how long it will 
keep you to your Specoy. 
Difficulty levels would 
improve this rating (and 
increasing difficulty of course). 
“The other two would be 
“value for money” and “overall 
but explaining it all over again 
would be a bore. 

The final point on reviews is 


| PLEASE, PLEASE, PLEASE 


rint the reviewers initials. | 
now vou said itwas not 

CRASH's policy but if you 
printed the initials the readers 
could soon get to know a 
reviewer's taste so ifthe 
revigwer gives a game a bad 
review you would know ifit is 
because of his taste in games. 

2, CRASH COURSE: What 
utter rot! Às the average age of 
aCRASH readeris 17 anda bit, 
and the biggest single amount 
is 14 year olds (me included) 
why devote these pages to 2% 
ofthe CRASH readers to whom 
the magazine pages are 
devoted, le the young people, 

3. TECH NICHE, Tech Tips 
and Hardware utilities. À 
controversial topic for 
Nevwsfield as ZZAP! readers 
hate the mention ofthe word 
and in CRASH and AMTIX! 
there are dci articles. My 
wish is for CRASH to join 
Z2AP! and to abandon Tech 
Niche, and Tech Tips as they 
are very boring but have 
hardware reports from time to 
time, as they are often 
interesting. 

4. Hall of Slime:; Not bad but 
the ZZAP! high score table is 


| better as you can look up the 


relevantscore instead of going 
through the entire page(s) in 
the hope of a ão of 
scores. Also, the 

challenge is a great idea and | 
would love to ses fl 
incorporated into CRASH! 


lhope against hope that this 

is printed as | would very much 
like to read the perfect mag. 
And CRASH is the only mag 
close. 
Kevin Murphy, (Age 14), 
Ltandough, 5 Glamorgan 
PS My life long ambition is to 
have a letter printed in CRASH 
so please, instead of Jim fix it 

« ELLOYD'LL FIX IT for me. | 
live in hope and in 
anticipation. 


ft's nice to fulfil sorneone's life 
ambition, Kevin. There are 
changes afoot in the CRASH 
ratings, although again, [have 
to say a final decision is 
waiting for the Questionnaire 
results. 

Às for your other points — 
naming the reviewers, ve 
already covered. CRASH 
COURSE — my answer is that 
because the average age of 
CRASH readers is as highas 17 
plus, it indicates a large adult 
readership too, and they have 
kids (some of them) and THEY 
wantto know something 
about the educational 
software market. And let's face 
titfwedontodont— who is! 
TECH NICHE and al! the sub- 
niches are proving very 
pupular judging by the 
response, and CRASH is here 
to caler to as Ab pid people as 
possible. À CRAS 
CHALLENGE — well one is 
planned for the next issue, 
although whether it will be a 
regular feature is another 
matter, and the HALL OF 
SLIME, also gets tons of mail. 
The trouble with the EZAP! 
High Score table is that only 
certain people ever get a 
mention, ! think the Hal! of 
Slime is much more fun for 
more people, 

LM 


THE IDEAL GAME 


Dear Lloyd, 
IHhoughtthat| mustput pento 
paper in reply to your asking 
on what our ideas were for the 
perfect game. | definitely agree 
with the old chap who wrote 
and said that his ideal game 
was to have a large playing 
area and he mentioned 
Starquake which has over 500 
screens (512 to be precise). 
starquake has some of the 
best graphics and tunes on the 
Spectrum that I've seen since 
Ive had the old Speccy. Also, 
Starquake has a good story to 
itand many different things 
which make it a good game. 
There should be more of these 
games and not so many 3D 
games like Alien & which | find 
are total interest losers after 
about five goes. 'm sure some 
people out there will agree. 
Just look how well Starquake 
18 doing invour charts, even 
Ive got nt! Games similar to 
this like Undermwuride have 
done well in your charts so 
cantthe software companies 
see that this is what the game 








| enough 





players want? There is no 
ii saying “not 

fora mega game”, of 
course there is so get going 
and give us more games like 
Starquake. 
Freddie Tiernan, London N9 


There's no doubt that you like 
atarquake, Freddie! Well, and 
why not it's a good game, but 
there are other types of game 
for dierent tastes, and ! think 
even you would start moaning 
TEVERY game began to look 
pe Starquake! 


TOO LONG — TOO 
Belvie 


vou vvoutoa tell 
vorcds so thai 


SH E yvill krouy 


EINE, rd! 
“Iofgamesand! 
Will Keep mum 
Frank Brew-no (alias Hojo 
LINES) 


SEM pBria 
o 


fatias | 
Fit AS E Edir 


CANDY — THE 
MODEL 


Dear High and Mighty Lloyd 
Thisisit, you've had itiHow do 
Sa at 
Landy under control ifyou: 
and give him a new logo for his 
orum and Merely Mangram 
didn't geta new logo. Wi 
should the Candymman get one 
instead? Come on Lloyd take 
control! | 
Finally isit Robin Candy who 
models the CRASH 
sweatshirts in the adverts? 


Modeling sweatshirts! You've 
gotto be kidding!ltsonhy 
since the advent of cool 
mirrored shades that you can 

et Robin in front of a camera 
ens atall. Wellovera yearago, 
he did appear in a T-shirt for a 
few issues around the Chart. 
As to logos, you ses | spend 
most time working and there's 
none left aver for constantly 
pestering “ar to give me one. 
Mind you, the Forum did get 
something of a facelift a Ear 
months ago, so | suppose | 
shouldn't man too much 


anyway, and now [ve been 
previgws, Um at least | 
id weith some colour! 





PAYING FOR 
PROTECTION 


Dear Sir Lloyd, 
What next | ask myself, my 
friends and you? What 'bane' 
of Speccy owners will be 
developed to thwari our 
efforts to play good games? 
Lenslok two? (Agaarghhh 
no, spare us such terrors)! Is it 
not enough for us to bear 
dodgy ULA's, loose power 
connectors, dot crawl and 
record breaking delivery 
roblems? Obviously not, aí 
east as far as ye software 
houses are concerned, À 
program, itseems, must not 
only be a challengeto play, but 
a challenge to gain access to. 
Must we all splash out enough 
Etfs to buy a dongle device or 
resortto 42 gallons of coffee to 
wash down the front panel, 
justto get a copy ofa game 
thatweill load? Yes seems to be 
the answer from the software 
houses. 
Don't they realise that we 
aren't all pirates, we don't 
want to have to copy their 
programs, but most of us 
simply can'tafford to buy what 
we would like to, instead we 
swap; game X for game Y; 
crack Elite for cracked 
Fomahawk etc. (Lerslok is 
easy the only mildly 
challenging part is the loader!|! 
Protection is fast becoming 
more ridiculous, as a 
comparison Lenslok is like 
needing a special stylus to 
listen to your favourite darre 
record (What do you mean? — 
o'she?'jorapairofspecial 
lasses to watch BBC | 
supplied for only 16p a day)! | 
find it appalling that sorneone, 
David Aubrey Jones, car make 
money out of something that 
has been the bane of all clean 
living Spectrum owners (Is 
that really his phone number 
inthe Speedlock loader)? 
Perhaps | should turn my 
energies away from beating 
protection to making it, it's got 
to be more digas ale and 
more sociable selling 
protection to software houses. 
Anyway | must finish here, it's 
qu over twenty minutes since 
started being mildly serious 
and any more ofthis and | will 
definitely have to sit in the 
comer and chew the corners 
on my Lenstlok, or play my 
preproduetion sia of Street 
Hawk, if you think The Great 
pace Hace was bad, then you 
ain't seen nothin' yet! 
Brian MeNeil, Bathgate, West 
Lothian 


This letter calis to mind one 
some months hack, that called 
fora returm to turbo loaders 
because at least they were fast 
in loading and you didn't have 
to wade through tons of 
arcane protection! Still, at the 
risk of being called a capitalist 
lickspitite lackey in the pay OF 
the giant uncaring software 
combines, a for point to 


consider might be that we end 
UD with what we deserve, and 
for some two years the level of 
home copying was so 

dad high that these 
finds of protection devices 
were boundto be considered a 
necessity. That said, it still 
doesn't mean that the 
software houses are acting 
wise!y in making games such a 
ERRADO to get into. 







E ] 
Lear Liovd, 


Please | 






canlhavea copv ol 





your tong word dictibnary 
Yours, (long word that | don't 
know YET) Rebo Mudguard, 
Ps Wui at does a 














NEW SPECTRUM TAPE and DRIVE TRANSFER UTILITIES 

TUB — ESSENTIAL for ALL Spectrum owners — our tape utility for backup and drivo 

conversion, 

* Simple operation for fast loadors — accurate even ifover d8k. (tone and baud rate 
miEasurar] 

* Integrated header reader, manages headerless blocks. 

* Deals with clicky loaders — converts COMPLETELY to normal tor tape logd plus 
gdsy drive transter with TES). : 

PLUS MANY OTHER FEATURES — A UNIQUE PRODUCT! 

COST onhy £6.93 on tape OR E7.990n m/drive car, 


TRANSFER PACK 2-FOR TAPE TODRIVE TRANSFER 
Package of programs INCLUDING TUA, other utilities, alloves drive transfer of many 




















“ Details given on transfer of 40 programs. 
* Manages vintuglly all clicky leaders. Bytes chopper/solitter, header reader, etc. 
State name of drive system a midrive, Opus diso, etc) 

ONLY E71.95 on tape OR E 12.99 on m/drive cart. INFORMATION SHEETS [1 each jun 
to No, 17 avaitabla) includes many top 20 hits = SAE for list, 


— MICROTRANS - M/drive utility - 
Two progrars = a must for sil m/drive owners. Fast and EASY DRIVE to DRIVE 
back-up, TAPE TO DRIVE linc headerless) = does NOT CONVERT PADOGRAMS, 
Multiple orase program (ing true cat, printer output) etc, etc. 
ONLY E4,99 on tape, [5.99 on cartridge 


OVERSEAS: add E1 Europe, £2 others for each, UPDATE SERVICE —- SAE for details. 
PROGRAMS CARRY OUR MONEY BACK GUARANTEE inot updates) 
LERM, DEPT CR, 10 BRUNSAVICK GUNS. CORBY, NORTHANTS NNE 3ER 
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100% success! 
Automatic one touch transfer to 
MICRODRIVESWAFADRIVESBETA-DISCA TAPE 


“PME TRANSPEA PADRES RE AS SIMIPLEITY 7 E da PRO MAGAZINE 
1. MAKES INDEPENDENT BACK-UPS/TRANSFERS OF ANY 
PROGRAM. 


£. EXPANSION PORT INCLUDED (you can keep SPEC—MATE 

attached ifyou want, but dont have to) 

3. NO IONAL SOFTWARE REQUIRED. FAST, DIRECT 

AUTO-TRANSFER 

4. da PROGRAM AT ANY POINT (can be used tó save 

ame opt. 

S FINISHED IN SPECTRUM-STYLE BLACK CASE, 

5. ADD POKES WITH EASE 

7. CONVERT ANY PROGRAM INTO A TWO MINUTE RELIABLE 

FASTLOADER. 

8. ANY PROGRAM CAN BE MADE CHALLENGE SPRINT 

COMPATIBLE. | 

NB. TRANSFER TO OPUS IS IN TWO SIMPLE STAGES lextra 

errar required charged at E2. Please contact us for details) 
E: É 

AT, & Y. COMPUTING LTD, 35 VILLA ROAD, | 

information: Tel: 0179 Gia or send pa pio donde 

Fully inc. price 35.95 [Opus [37.95 

Overseas: Eur, plus EZ Others plus É 
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E35.95 
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so pla dé nd 
colour monitors. — y 
A! my-mates and me have 


littie B/ teles which make 





use on a small a veria lttmay 
be easy to use on your 100% 
perfect picture Cub monitor, 
ibid Me pd 


59] Lloyd, lhave a 
suggestion; Don't abolish the 
'use of colour comment at the 
end of each review, but just 
add something along the lines 
of'Clearness and difference on 
E BAN telhy. Just think about it 
Lloyd, and try review SM a few 


Boy Hurt Stoke Mi gde gd a dica O 7 


Fou ias be too young to 

nber when British TV 
turned to colour in the late 
sixties, butthe people” rÊ 
cropped up then, 
moarung that sudde by 
Programme was in cols 

et most poaple still oniy fee 

and white sets, SO A 
missed half of what was going 
on. This may have been a fair 
argurment, but if TV had 
hesded it too strongly then the 
full potential of colour bibi 
never have been realised, and! 
cid be hd 
COM games: wsome 
titles are fria about 
inmono, but the truth is that 
most computer + owners do 


play games, and nd the software 
houses can hardiy be blamed 
tor using colour to its best 

E pç 













LM FAN CLUB 


Dear Lloyd, 

| have been thinking what you 
could do to improve CRASH. 
Weill, |lhave come up with the 
Ultimate answer — THE LM 
FAN CLUB! 

For the initial membership 
fee, vou would get CRASH 
every month, fres of course! — 
as sea ned photograph of you 

a paper bag over your 
head — we don t want people 
to see what you look like now 
do we eh? — a badge with a 
| typewriter on it, free software 
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and of course a copy of your 
Ali Long Word Dictionary. 
Ali this for only about £20 
(you've gotto pocket 
something haven'tyou)! 
lfyou wish | could run itfor 


| peu lfido runityou could be a 


fe member! — please enclose 


| your E20 though — in 


software. 
Great idea huh! 
lan King, Tipton, W Midiands 


£20! The Long Word Dictionary 
18 E350 alone fpre-budget price 


| though). But serious!y, there 
| are some rumblings afoot in 
| the Kidderie about a special 


Ruaa CLUB with some extra 


| a es attached along with 
RA 


SH. No doubt someone 


| mil let me know soon what's 


fre ue ing on that front. 


Dear Lloyd, 
lhave buttwo questions to ask 


on the Crashtionnaire. Why do 


vou want to know what sof 
drink we buy, and how often 
we holiday abroad? |s this to 


| findout t paperto print on, 


so that stains come out easily, 
orto let us know how many 


| editions we can export/import 
| without paying duty? Or is it 


pia vou re just plain nosey, 

& 

Nicholas Green, Christchurch, 
Dorset 


Just plain nosey | think, 
Nicholas. Of course, itmay 
also have something to do 
with our advertising people 
being able to say'to “brand 
name” soft drinks 
manufacturers, look how 
many mullions of our 




















| Just one point, about the 


Fere baço by COKE are you? 






















wonderful readers consume 
your product, why aren't you 


QUESTIONINVAIRE voy ima in CRASH? That 
QUESTION ria sol in 


to belp pay for all those Candy 
Cokes. 
Dear Lloyd, 


Questionnaire: What the hell 
has what you drink got to do 
with computers, eh 


il Brownlee, Galashiels, 
Scotland 


Simple, Neil Justa Coke 
Candy wants to know how 
man o of his fans also drink the 
stuff. You weren't the id one 
pé wonder about this... 


RICHARD  RUDDY 


FANTASY 
Dear Sir, 
| Re Fantasy Software 
| Iwonder if you could 
| pa help me. | recently 
ght my son a cassette for 
Backpacker's Guide to the 
Universe, Part |, When | got 
home, | discovered the code 
shest was missing. lt is a very 
game, but useless 
without the code sheet. The 


PÇ O TE O ==> 4 








store offered to refund the 
money or suggested we nba 
to Fantasy for the code sheet. | 
would, butthere is no address. 


Can you help? 
LJ Monti, Gillingham, Kent 


You have a problem, Fm 

afraid, for Fantasy Software 
vanished into the haze without 
aword to anyone many moons 
ago. My advice, therefore, isto 
E the refund, 


MORE ON HOME 
COPYING 


Dear CRASH, 

have finally decided to write 
to your magazine. 

My friend and| usually, when a 
new game is released, travel to 
Birmingham and split the cost 


“ofa game. Then one of us 


keeps the original, while the 
other has a copy; this is done 
alternately. However, now that 
turbo loaders and lenstocks etc 


| have been introduced, this 


system is made obsolete, We 
now have two options; we can 
save for twice as long and buy 
a game each, or wêé can go 
halves on a game and take 
turns at having it. Both of these 
methods pose problems — the 

roblem vweith the first solution 
is that my Mum doesn't 
approve of me buving games, 
which means that | have to 
save £ 1,00 a week until | have 
enough to buy à game and if 
Em not going halves it takes 
twice as long to save up; the 
problem with the second 
method is that if we share one 
copy of a game, one of us has 
to waita month before the 


“other has finished" with it. 


My argument is that 
commercial piracy should be 
stamped out, but the home 
copier should be allowed his 
or her freedom. For example, 
take a look at the record 
industry. Ithas not gone bust, 
when everybody knows that 
records are taped off the radio 
and also that people na aqi 
other's records. the softuy 
industry would buck its sad 
upthenlam sure that the same 
would apply. True, software 
houses have gone bust in the 


| past, but that was mainly due 


to bad management and/or 
their games were so dire that 
no-one wanted to buy them. 
Ás you can see from the 
advertisements in any copy of 
CRASH, the reputable 
sottware houses are doing 
y— such as Ultimate, 


 Mikro-Gen, Ocean, Gargoyle 


and now Elite are entering the 
field after a slightly shaky start. 

Em not enticising the 
standard of software, in fact it 
is very high. | also realise how 
long it must take to produce a 
game of such quality, but the 
le is a different matter. 

hat happened to the good 
old £5.50 Lunar Jet Man or Átic 
Atac? | do know about 


| gamesforathirdofthe price of 


| with the same high standard. 
| Just look at Spellbound'... 


| Em that Ihave had my 


inflation, but an increase of . 
[4.45 in less than two years is 
ridiculous, especially when 
Mastertronic can produce 


most games nowadays, but 


What WE have here, is a 
hypocrite, | hear you saying, 
telling me how good these 

ames are, and then copying 
em himself. Well, in the two 









ectrum | have bought 33 
originais (No, Im not rich'!), 
which comes to about £200. | 
know at least three people who 
have more, but the software 
industry seems to expect us to 
spend even more money on 
games. Preventing us from 
copying game willNOT, | 
repeat NOT, make us buy 
more. 

Also, the main reason | copy 
games is not because | play on 
my computer every minute of 
the day, but because | collect 
them, as do many of my 
friends at school. Out of the 
200 or so games in my 
collection, | would have 
purchased around 20 (and did) 
If | had known what they were 
like before | ventured to buy 
them. 

So take heed, dear software 
houses, oryou may well find 
vourselves losing the lead to 
Cd bp like Mastertronic! 

Femihough 
Bromsgrove, V orcs 

































































































think that's about the best 
reasoned plea for leaving 
home cópiers alone, that ve 
read yet, and generally, your 
arguments about some ofthe 
price InCreases in recent 
months 5 very mei! foundedof 
course. Although the law now 
oficially frowns upon the 
habit, most software 
companies sensibly realised a 
long time ago that the activi- 
tes ofthe home copier were 
unpreventabie and not per- 
haps as mad!y damaging as 
was at first supposed 
However, comparisons with 
the music business are a bit 
invidious because, aithough 
nothing much is made ofit any 
longer, the advent of the 
casselte recorder did cause an 
enormoaus dent ih recoraing 
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alarm, then despondeney. oRD oe gq ECN 
Perhaps it's something any pe MO DE O ur IME 
part of the entertainment pe sd id 4005 
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Sorry, but that fills up the 
Forum for May. ifyou have any 
points to make about soft- 
ware, purveyors of same, 
revigwers of similar or 
vendors of like material, then 


you know the address, but in | Ed E mo EUR e 
case you don't, it's LLOYD ag atira id di ES E ai Wi Eabe 
MANGRAM'S FORUM, pp MAR A 

CRASH MAGAZINE, PO BOX 

10, LUDLOMW, SHROPSHIRE 

5Y8 1DB 
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Martech is one of the original home computer so | 

artech |s one o! the ori home computer software houses — they wi | 

the beginning of this wondrous industry. Graeme Kidd took a (long) io ndo ira 
coast, just by Eastbourne, to meet the men from Martech. 


Asafe landing has beei = 

Ph a an achieved, andilandina gear 

is on the surface of Neptune. Once É a gg ma cada 
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am imnkarth's problems can be collected, The Aliens who left 

Rs Bahind and beamed their game down to Earth in tha 
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CE elemessage? 

E PLAMETS game loads your ship into the 48K | 

y, Venus and Earth. Further loads are 

à further afield in the solar system, 

Ellhained in each sub program. 128 
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A couple of years ago, people stopped calling David 
Martin “Sir. 

Not that he was unfrocked as a knight ofthe 
realm — he stopped being a chemistry 
teacher (called 'Sir' during the day) 
and part time software house boss, 
becoming an ex chemistry teacher 
and full time software publisher. 

David has always had a keen int- 
erest in games: before the ZXB0, he 
was teaching chemistry by day and 
designing board games in his spare 
time, with some commercial success. 
David's brother in-law, John Barry, got 
used to visiting the Martin household and 
finding counters and half-designed boardgames 
covering the carpet in the front room. The board game 
business began to build ap: and although John “hates' 
board games, he got involved commercially with the young company 
founded by David. 

“it was and still is very useful to have John as a partner”, David ex- 

lains, “and not just because he's a solicitor! In the early days John's 
egal experience was invaluable, especially when Software Commu- 
nications Ltd was first set up in partnership with a firm of export- 
grs.“ Software Communications has been trading as Martech 
for quite a while now, and the exporting 
partnership has expired, but John's 
legal experience is still very useful 

en it comes to dealing with 
licensing agreements and so on. 

Whila he was a teacher, 
David's interest in games 
moved him to experiment with 
the schools computer equip- 
ment, and he began writing 
games. Às soon as the ZX com- 
puters arrived, he began pro- 
gramming games at home. Grad- 
ualhy à hobby tumed into a cottage 
industry and Martech games began to 
êxpand. “lt was an amazing period”, David 
recalis, “| can still remember getting a 16K 
RAM pack — | couldn't believe the extra 
memory”. To eg with, duplication 
and despatch of Martech games was 
all done at home, in evenings and 
wecskends. “We got to the point 
where we were manufacturing all 
weekend, and one day, having just 
manufactured ten games in a 
morming and just received our first 
large order for WH Smiths, we real- 
ised we were going to have to sub- 
contract” 

The level of activity at the fledgeling 
Martech Games began ei ão and 
soon it was decision time for David: 
should he give up a secure teaching post for a 
full time career in the software industry? “lt was a very daunting 
decision to make at the time,” David says, “when you're a teacher you get 
used to being 'securely broke”, and the risk element was a major consider- > 
ation. | realised |would have to abandon a secure job to carry on with software E 
sensibhy, and I've never regretted making that decision at all.” 

To begin with, David's boardgaming ideas were pressed into service — he 
saw the potential of using computers to moderate boardgames. Conflict 
and Galaxy Conflict for the Spectrum, Commodore 64 and 
BEC machine were followed by Quest of Marravid on the 
C&4 and Vic 20 and Gisburn's Castle for the BBC. “] 
soon realised that computer moderated board- 
games were expensive to produce and they weren't 
really designed with manufacture in mind. One 
game, for instance, had 140 counters - and they 
all took Pere disproportionate amount of shelf 
space in the shops. | came to the conclusion that 
boardgames involving computers weren't 
viable unless you were a large 
company with lots of expertise in 
producingtraditionalboardgames.” 

Martech changed direction, 
aço involved with 
piora ty” mes. “ht 

idn't take long for me to 

work out that my pro- 
PA talents were 
imited”, David admits, 
“and the time | had avail- 
able to learn program- 
ming was limited by my 
involvement with the 
commercial side Of running 
a business.” It was time to 
hire in some programming 
talent. pr 







The MARTECH Reception Committee. 
From bottom to top: lan McArdie, John 

Wilson, David Martin, Malcolm Smith and 
John Barry 





CRASH May 1986 49 


Ms as ES Sp Tio Pa a Pe AÇO a PE O Qd E E A 9 TS Cerne credo 


lan McArdie has been with Martech, right 
from the start of the rbd games 

tage of the company's life. He wrote Eddie 
Kidd's Jump Challenge, and is currently 
poe of the team working on The Planets — 

more of that anon. Martech's games 
have consistently involved licences or 
nalities: Eddie Kidd, Brian Jacks, 
eoff Capes, Zoids and now Sam Fox, and 
The Planets (a TV series and book). 
- “Obviously, a licence helps with market- 
ing”, David states, “but we find that a 
licênce often helps to prompt or develop a 
game idea. Personally | like simulation 
mes, and it's great to have someone 
involved who can provide accurate facts 
and figures which can be incorporated in 
the game. Our first licence game, Eddie 
Kids Jump Challenge came about be- 
cause we were looking for an exciting per- 
sonality to endorse a motorbike game. 
Eddie is the world record holder for motor- 
bike jumps, and we approached him, signed 
a licensing deal and then developed the 
game with his help.” 

Brian Jacks' Superstar Challenge was 
Martech's Decathlon-type game, followed 
by a rather different athletic game — the 
icon driven Geoff Capes Strongman. Zoids, 
the computer game was born one Saturday 
afternoon, in the front room of the Martin 
household. David had come back from a 
shopping expedition, having bought some 
toys and was on the carpet with his youn 
sters assembling and playing with a couple 
of Zoids. “They were great — on the Mon- 
day | got in touch with Tomy who make 
£otds, and eventually a deal was tied up.” 
The Electronic Pencil Company were hired 
to E eus the game. 
- Martech's way of working has evolved 
into a team-based approach to writing 

mes. So far, all the games released by 

artech have been in-house projects: 
“We're more interested in oversesing the 
development of the whole concept, from 
the original lightbulb of an idea in some- 
one's head to the shelves of High Street 
stores. We've never marketing anythin 
sent to us - but we've found some very oa 
programmers that way!" 

David Martin feels that the days when one 

rogrammer can produce an entire game 
from startto finish are over. Sure, there will 
still be room for a few Mike Oldfields in the 
software industry - people to design the 
game, implement the graphics, write the 
code and provide copy for the inlay. But 
people like Steve Crow (of Starquake fame, 
amongst other things) are very rare indeed, 
Most software houses need to pull in spec- 
ialists to take care of the different aspects of 
writing a program. “We're putting a lot 
more effort into our games nowadays”, 
David says, “we partition the task and use 
specialists who work together on a project 
in a team.” 

Martech employs full-time programmers, 
preferring not to rely on freelances. At pres- 
ent there are two teams of half a dozen orso 
progamas, one group based in Brighton 
and the other working in Portsmouth. A 
third team is being set up in order to cope 
with the schedule planned releases — Mar- 
tech has decided to release programs two at 
a time, rather than singly, and ten games 
are planned for 1986. 

Martech's adminisirative offices are loc- 
ated in Pevensey Bay, (above John's Legal 
Practice — very handy having a solicitor 
downstairs!) — fairly centrally as far as the 
programming teams are concerned. While 
most of the work is done at programmers' 
homes, teams meet up in the main office 
from time to time to bounce ideas around, 
show David how things are going and talk 
ein aa routines as programpmers invari- 
ably do. 

ree members of the Brighton team 
were at Martech HQ on the day of the 
CRASH visit: programmers lan McArdie 
and John Wilson and graphics man, Mal- 
colm Smith. lan has n with Martech 
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since David gave up programming and has 
worked on a fe of projects; John 
Wilson's pedigree includes the contract for 
Century's Their Finest Hour and the Spec- 
trum conversion of Geoff Capes Strong- 
man. Malcolm has been on the Martech 
staff for about a year now, coming from 
Brighton Art ia to design screen 
graphics as required by programmers. His 
credit list includes work on the Amstrad 
versions of Brian Jacks and Zoids as well as 
Geoilf Capes and The Planets for the Spec- 
trum and Amstrad, Oh, and he was the man 
who digitised Samantha Fox's charms for 
the Spectrum screen... 

| The Brighton team are putting the finish- 
ing touches to The Planets, a game based 
on accurate data on the solar system sup- 
pliad Heather Couper, ÁAstrophysicist, 
Author, TV presenter and Big Cheese in the 
Astronomy world. “The Planets game is an 
example of the way projects we want to do 
evolve with a licence agreement”, David 
explains, “in a sense we were looking for a 
space adé and then found the licensing 
angle, Working with Heather, who presents 
Channel 4's series The Planets, we have 
been able to incorporate a vast quantity of 
up to the minute data on the planets in the 
solar system into the game.” While the 
game is first and foremost intended to be 
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fun, the wealth of information it contains 
means that some of it is bound to rub offon 
the player, who should end up with a great- 
er knowledge of the planetary system in 
which we live. Education the fun way... 

The story behind the development of The 
Planets provides a fairly typical example of 
the evolution of a Martech game. David 
Martin is the main ideas man in the com- 
pany: “Ideas for the next game are const- 
antly in your mind - some are dismissed 
while others are modified. Gradually a an 
outline skeleton of a game concept passes 
more and more hurdies until it finally comes 
together as a concept. We don't tend to do 
much formally — most games evolve in the 
writing. We don't sit down and come up 
with a definitive storyboard and they say to 
the programming team “implement that.” 

e scenário for The Planets evolved over 
three months or more. Starting with the 
basic idea of doing a space game, Martech 
approached Heather Couper and secured 
her involvement in the project. Malcolm 
began studying Heather's book, The Plan- 
ets, as well às NASA photographs and the 
id as for the game took shape, based on 

book, TV series — and imagination! One 
of the Portsmouth programming team had 
written the basis of a rather strange but very 
compelling 43-level puzzle/strategy game. 
This game was modified a little and incor- 
rated in the scenario of The Planets as 
he Align Game, which has to be played in 
order to obtain clues useful during the inter- 
dia section of the main game. 

The Planets will be Martech's third 
release this year. Martech's 1986 an 
with Zoids, and continued with Sam Fox 
Strip Poker. The Sam Fox game has already 
cause a bit of a storm in a D Cup: one com- 
puter magazine refused to carry Martech's 
advertising and, while asking for a review 
copy, stated that they would only review the 
B side of the tape where a four-handed fully 
clothed Stud Poker game resides. The poker 
game behind Sam Fox is a very nifty piece 
of programming, and had been on Mar- 
fech ch's shelves for a while before the tie-in 
with Samantha Fox was mooted. “The Sam 
Fox element is not to be taken seriously”, 
David explains, “it's just meant as a bit of 
fun, When you play poker for real, you play 
for money but that's a bit difficult with a 
computer. The Sam Fox tie-in gives an in- 
centive, if you like, adding that bit of adren- 
alin to the game. Naturally the licence will 
nem us to sell the program, and so far the 
order levels are very respectable,” 

Sexist or not, at least am Fox's digitised 
form makes a change from the usual run Of 
Gore and Violence. A star character taking 
off a few items of clothing seems less harm- 
ful to this reviewer, than the mindless vio- 
lence perpetrated by such dudes as Jasonin 
Friday 13th and Rambo in his jungle game, 

Martech's history is one of steady and 
cautious growth — n subsequent 
release builds u a Solid base as the 
company expands. While the programmers 
concentrate on the three main machines, 
5 rum, Amstrad and Commodore, all 

artech's games are converted for the 


- Acom computers and MSX, giving their 


products a long shelf life overal 

David Martin is pleased with the way 
things are going for his company at the 
moment — and there is little doubt that the 
quality of Martech releases is steadily 
improving. H anything, Zoios was too good! 
Some passara projects are in the pipe- 
lina from Martecn, but it's a líttle to early to 
reveal details as yet. | 

Martech has been around tor a long time, 
and look set to be around a lot longer: 
“We're working towards producing better 
and better software, ' David says, “we do 
like games for their own sake. The games 
market, not just on computers, has always 
been in existence, and as long as there are 
computers in homes we intend to continue 
writing games for them.” 

And no doubt, they will. 











NY, 


o 


Lo 








E 
FAST COMPUTER REPA 









The erre no >) SPECTRUMS REPAIRED for Only 
REPAIR CENTR E VE tv RV Io | | | | Tafe? 
IN THE UM. A = — including PARTS - INSURANCE andP&P. À 
OTHERS La | | | NO HIDDEN Gas sous roua between price and letvou guess | 
A um e bill, we give vou ; Xed price NO extras, we 
FOLLOW a asd ER ; = don't need to boast about our Service, we have 
- EXTRAS 1000'5 Of customers from all over the world highiy 
E e delighted with Our service and help. Oniy 20 
minutes from Manchester Centre. Commodore 165, Commodore 64, Vic 20, 
also repaired call us for detalis. Please note we never charge between prices. 
Dont walt weeks fôr your repair, we turn around all computers In 24hrs. AH 
repadrs Carry a full 3 month guarantee, plus on every Spectrum we repair, we 
send you 4 free games worth E25.80 for vour enjoyment and pleasure. 


EVBOARD + Wnilleyou wait service ty Professional * MôstSpectrums repaired within ds minutes 
a - Computer Engineers AN MiCrOS IMSured For return jourmey 
FAULTS * Emonthwrirtan quarantésonaliregairs Keyboard faults Only 68.95 
SPECTRUM * Imtermmional Repair Company. We repair School repairs undertaken «discount avaliatie 
REA computerstromaliover the morta, | ; 
ONLY ES. * Alcomputers sent by Mail Order turned 


asa 


E around inda hes. 


1 Just parcel your computer in sultable wrappin enclosing E 19,95 for Spectrum repairs, please do not send power f 
HOW TO SEND Supplies. Commodore computers. just send É1.78 IU.K. Elre, .0.M. C.1) or £6.50 (Europe /Scandinavia) with your 


TRA 
address or phone number and we will contact you same day by phoneor letter with quote, lfyou prefer, please | R DE 
YOUR COM PUTER Call us and we will give you a quote over the phone, we aim to please. That's what made us the most reliable WE 
DE e TT 


E No. 1 ade Centre In the UK. (SPARES AVAILABLE THROUGH den DAY. PRA | 
BEST SERVICE my BEST PRICES! 
COMMODORES | O PGRADE KIT. | | 


Ei 
ULTS 80K 
* | + VIDEOVAULTS 8 E FOR DETAILS 
NOW REPAIRED * AR 
1541 Disk Drives. Same Day Service. | | HE o 
Call us for details or purchase | + VV Aa LOGICAL: * 
the |.C's from our D.1.Y. section = r NA 








== a new keyboard 
ola se can Upgrade your 
did Spectrum into à new 
FE D.k. Troniecs keyboard 
| On o: wehicr inchutes 
SU CAN'T REFUSE o. a! VES1.50 carina 
16K to ask Uparade spectrum | r | PP am 
upgrade your 16K apar: 4 pp AT. andPEr. io. E sn 
tor only E19.95 fitted incha vissue 2-3 only) Vala Mo] ——— Commodore b4 Chips 
demand.) | Uta] ESB CPU ES man 
ipetalned DYy public j dis 116 Rams | Epa sã 
der tne Upgrade Kit, ETA 650 80 la 
JO O 5.10 | TransistorZTx21ta EC 
tony E17.9 = 80422705 
Transistor ZTR 513 EE 
| PONWÉS Supply Units MIS 4 
doi RAE ssa 
we regret we cannot add 4164 Ramos 
MA NCHESTER BRANCH show all the components | ds 15-40 Pin Eis Pomer Supply Lirmts ] 
opening SHORTIY inthe tura ga va Am Cassete Leads 350 | allprices +P&PE1.50| 
city Centre. Sornvfor | var the phone deles | 1% tea — EM But include VA T. 
delay to all our Manchester by 1stclass post. pb TD 
customers. LR VIDEOVAULT HEALTH WARNING! 
Mid sending your computer to any other Repair Centre can serious!y Damage its-Heglth 


ENGINEERS a | 
REQUIRED À 1 BI [3] 
| ONLY ASt CLASS | | 


ENGINERERS tes | | iris 
Coraur À Telephone: Glossop (STD 04574) 66555/67761 


MANCHESTER 8140 High St. West, Glossop, Derbyshire, England SÉ 





BRANCH | 
| (OPENIN SUNS! | copyright Videovault Ltd. NO. 151085 
















) E 

) 3, 3 AA = 

ny (AR e VÃi ) À 

Em E = VROOM ' | VROOM! 











a 
| ESPRIT 





sadiy Verger ne, can é 
ara, pi ca oe uD up js 













” Turbo, dei is 
assRpa Rh Ed action 


| 40 Durell | | evite 
games Z An aa 


| ”. 
runners up: Po a 
a 





e now — just let 


me borrow Lloyd's 





Hermes. Yes. Okay, 


his pe e 

escapees. from t | q 
and, even worse, giris! Lucky 
stocked up on stink bombs 0 0) 
nolidays! 


Back to Skool (48K Spectrum) — ço. 95 a 
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| Ever wanted to create your own 

adventure game with text or text 
and graphics? Machine code a 
bit beyond you ? Quill, Hius- 
trator and Patch fans have been 
producing some very respect- 
| able games, but very soon there 
will be another utility that takes 


the coding out of adventure | 


program writing leaving you 
ee to concentrate on writing 
the plot and devising problems. 

Incentive Software are about 
to release a Spectrum version of 
Graphic Adventure Creator, 
which has already won acelaim 
on the Amstrad. The final ver- 
sion is currently undergoing 
rigourous bug unção and sh- 
ould be in the shops shortly. 

On loading, the program 
presents you with the obligatory 
main menu, from whence all the 
| facilities may be accessed. The 
first department to peruse is the 
| graphics creator which has a 
| menu of its own beneath the 


graphics area. Rectangles and | 


elipses can be made with simple 
commands and can be as large 
as the graphics area itself. Ás 

u draw, creating illustrations 
Tor your adventure masterpiece, 
the computer remembers aach 
step allowing you to scan thr- 
ough the various stages of your 
arustic creation, 

When you have finished draw- 
| ing the outline, colour may be 
aúded tó areas of the screen 
using the fill option, which 
permits solid colour or shading 
to be used. Some very sophis- 
ticated graphics can be prepared 


vo 


lite 





to illustrate locations in your 
adventure scenario — as tha 


demo screens provide by Incen- | 


tive reveal, 

Text handling is the most 
crucial part of any adventure 
system and is probably the str- 
ongest partof GAC. The vocabu- 
lary handling section is split into 
three distinct areas: nmouns; 
verbs and adverbs. Each divis- 
ion can contain quite a subs- 
tantial vocabulary — it's up to 
your ingenuity to ensure that 
nonsense input is trapped and 
intelligent responses are given 
to the commands that adven- 
turers input to the final pro- 


prum Moagagas are easy to use | 


but it's a good idea to keep them 
brief to save valuable memory 
space. 
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A selection of dummy adventure screens created by 
Incentivo to ilustrato the capabilities of GRAPHIC 
ADVENTURE CREATOR 





Finally GAC has a sophisti- 
cated system for testing condi- 
tions — thus you can make sure 
that adventurers exploring your 
scenario can't breathe when 
there's no air and so on. Obv- 
inusiy locations, their contents 
and links between areas in the 
Scenario can all be defined — 
which is where your skill as a 
dungeon designer or whatever 
can be given full rein. 

As soon as a finished version 
of GAC arrives in the office we'll 
get on with writing an adventure 
— or at least a full review! The 
package, which comes with a 
comprehensive manual, should 
be available soon, selling for 
t22.95 and being compatible 


with both the | and 128K 


Spectrum, 


CLEARING UP CONTAMINATION 





Mikro-Gen's latest game takes 
place on, or rather in a giant 
asteroid called Eguinox. Almost 
completely hollowed out by 
mining operations, Equinox has 
acoidentally become contamin- 
ated by radio-active storage 
canisters which must be render- 
ed harmless before the human 
mining staff can resume their 
lucrative search for rare and 
| valuable minerals. 

The only way to make the 
asteroid safe for human habita- 
tion is to remove the canisters 
and drop them down a chute 
into a special lead-lined room. 
This cleaning up task is the 
responsibility of a dedicated 
disposal droid under your con- 
trol, called Gadgi. Naturally, the 
job is nowhere near as simple as 
It sounds — the game is a race 
against the clock, for if the 


canisters are left alone for too | 


long, the radioactive material 
they contain goes critical. 
BANGI End of game, Gadgi and 
most of Equinox. 

e playing area is split into 
eight levels, each containing a 
single canister. Gadgi has to 
survive a complete mini adven- 
ture on each level before the 
canister can be collected. Inter- 


| level travel can only be achieved 
| by means of transdevel tele- 


porters activated by an approp- 
riately mumbered level pass 
which has to be found. Nor is 
Gadgi leftto his own devices— a 


whole variety of hostile nasties | 


live in the mine caves and do 
their very best to hinder the 
cClean-minded lítile droid in its 
endeavours. 

Eguinox is dueto sellfor £7,95 
and is nearly complete, the 
Mikro-Gen team assufe us... 


o JPRE 
aa 





atrange artefacts inside the hollow asteroid, EQUINOX. 


Gadgr is the líttie round ball periloushy close to thé crushire 
mechanism in the centre of the screen 
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After quite a lull on the Spec- 
trum scene, adventure and stra- 
tegy guru, Mike Singleton is 


soon set to retum with The Dark | 


Sceptre. Currently in production 
at this very minute, Mike's latest 


is of an adventure type game, | 


front ended with all the skill and 
finesse of his previous produe- 
tions, The story runs as follows: 

The action revolves around an 
ancient and indestructable ob- 
ject by the name of the Dark 

ceptra and takes place in the 
Isles of the Western Sea. As in all 
good stories, there are goodies 
and baddies: this time the 
embodiment of evil manifests 
itself as the Shadow Lords. This 
nasty breed of beings is quite 
powerful when the game be- 
gins, but should the Dark Scep- 


tre come within their “eaa the 


resulting havoc would be major. 
You, and a bunch of other com- 
puter controlled ava, make up 
the forces of good that endeav- 
Ours to gain control of the cen- 
tral artefact and maintain peace 
on the Istes of the Western Sea, 
Through a combination of cun- 
de and Rg ft is up dpi the 
player with his party of helpers 
to control the Dark Sceptre, thus 
keeping the Shady Nasties un- 
der control. 

You are in command of à 
company of different characters, 

rawn from a variety Of raçes, 
Each member of your team has 
unique skills, genetically inherit- 
ed, Some are explorers, others 
are magicians while negotia- 
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The Titla Screen from 


the game which forms part of Mike 


Singia ton 's latest software project. He's calling the 
enterprise MAELSTROM and DARK SCEPTRE is the first 


game .... Thor wmbiriy spiral is animated, and most hrpnotie 
tis too. 


combat and command 


skilis are not spread evenly ... 


Two versions of the game are 
in the pipeline — a stand alone 
game, to be marketed by Be- 
yond, and a play by mail version 
in which players use Microdrive 


| 


cartridges to record their moves 
each turn. Mike Singleton will 
play the role of the Shadow 
ords — he's the Game Moder- 
ator — and each player's aim is 
to seize the Dark Sceptre itself. | 
The Microdriven Play by Mail 
version of the game will permit 
players to access two modes of 
display: replay and simulation, 
Replay allows the player to 
select a character and watch 
events that have happened in 
tha Play by Mail game since his | 
last tum while Simulation 
allows events that might happen 
in the game as a consequente of 
orders given by the player to his 
company of warriors. 
f a player sugceeds in getting 
hold of the Dark Sceptre in the 


Play by Mail game, then all the 


other players and the Shadow 
Lords will attempt to kill him — 
being King of the Castle may 
well prove to be short-lived 
indeed! 
During a turn, each player can 
ive instructions to the band of 
ings under his control, which 
can consist of six to a dozen 
major characters, each of whom 
is capable of receiving orders 
and acting independently. Foll- 
owers may also be recruited, but 


| being beings of less power they 


can only tag along with the 
major characters helping out 


| best they can rather than acting 


on their own. 
Ht's very early days vet for Dark 
tre — a mid-summer la- 


-unch is planned, and we'l keep 


you posted. Let's face it, it's not 
every day that you have the 
chance to take on Mike Single- 
ton playing one of his own 
games .... 


À super giant-sized character stumps around the shop in a 
demo seguence taken from DARK SCEPTRE 








MERELY MANGRAMMERELY 


Ho hum. The vegetation in my 
garden seems to have realised 
t's Spring again and is leaping 
out of the ground to greet the 
rir una showers e ce 
light that Mo lda a tr iona 
Ludiow Spri 
like the Pier E O rising wi 
|look. Soon 2º] be time to take 
the trusty shalong lawn- 
| mower out of its winter cost of 
and press it into service 
fore the local Village Beauti- 
ful Committee starts sending 
members round to complain 
about the By state vd my 
cottage ga res, chores, 
chores 


Easter has come and gone 
now, bringing a crop of new 
releases to the games market 
but we're still waiting patient 
| for some Easter games wi 
nary a squeak from the com- 


panies who prevent them. 
| Apart from the long standing 
| waits, like Street Hawk and 


Knight Rider which are nearing 
legendary status as the date 
they were first advertised disap- 
pears into the mists of time, a 
whole bunch of tong-promised 
games still haven't struggled 
“over the horizon. 
Cyberun has shown up, but 
| where's Pentagram? What ofthe 
| other games we were promised 
during the month of March like 
Tujad and The Young Ones from 
Úrpheus or Rock N Wrestle from 
Melbourne House? Goonies, 
Amazon Women, and Return to 
Oz are still bolted inside the US 
Gold Stable while there's no 
sign of, se on “pinta from 
vision, LCUPS from Odin 
or Halley's Comet and Empire 
promised by Firebird — have 
their wings been clipped? The 
ltany continues: whatever hap- 
pened to the “Early January 
1986" release of Ocean's Hunch- 
back, The Adventure? Dr Who, 
first advertised in the Christmas 
Special, has still not turned up 
| for the Spectrum (although the 
Tardis has made it's way Inside 
the Commodore Jin | 
Towers). Superbowl!, at least 
arnved for review, rapidhy foll- 
by a plea to ignore it, 
because it was bug-ridden. 





| demolished most of 








Just one of the a od 
intest game for Quicksilva, TANTAL 





Super-MAN isn't and probably 
never will be in the shops. On 


| the cancellation front, late news 


reaches my desk that Micros- 
phere's planned Easter release, 


' Contact Sam Cruise has been 


abandoned, too. 
On a more positive front, 
Heavy on the Magick from 


Gargoyle Games, previewed 
last issue, is coming along very 
nicely and should be some- 


where near the shops by the 
time you read this, ifnot actually 
in them. Down the road and 
around the comer and along 
another longish road or two 
from Gargoyle's Dudley HO, 
Elite Systems can be found, 
where work is proceeding apace 
on Spectrum versions of the 
arcade classics Ghosts and 
Goblins and Paperbov. Steve 
Wilcox assures us that Paperboy 
is all but finished on the Spec- 
trum, but no release dates have 
been set for either game. More 
details next issue. 

As write this, a finished copy 
of Knight Tyme from Master- 
tronic is due in the office any day 


now, and the delectable Alison | 


Beasley has promised to send 
copies of Delta Wing la re- 
release of a Creative Sparks 
ame) on the MAD Chrome label 
or E2.99 as well as Sport of 
soh s, another £2.99 MAD game 
Ticket to Ride, a £1.99 
iooas. Master T are obviously 
saspuia E themselves busy. 
Argus Press Software 
“pra sent Graeme a giant size 
aster n the 0 aj my luck to 
arrive in t ce half an hour 
after Kean the Gannet had 
é à and 
disappeared back up to the 
artroom. News of The Force, a 
Mind Games release in dia 
the player takes on the role of a 
superintendant of police for a 
ga was included with the egg, 
no release date has been 
fixed for the Spectrum version, it 
seems. Argus are also taking 
care of the marketing side of 
things for A'N'F whose £B.95 
poe Core arrived just too late 
r inclusion in this issue. Core 
marks a fair departure from the 
Chuckie Egg games, and is a 


1,000 location icon-driven ar- 
cade adventure in which 
have to explore a deserted 
mining complex, searching di 
the pan penais of a com 

that will reveal how all th the 
humans who once worked the 
mines met their deaths, 

Details of another Quicksilva 
game by the author of Glass also 
arrived with the eggie: Paul 
Hargreaves has just finished 
writing Tantalus, im which you 
inté to o US a genetically 

warrior by the name 

of dia to the centre of a fort- 
ress on Tantalus IV. The game 
features 1,024 screens, 48 vari- 
eties of meanie, and hazards to 
avoid include sequence lasers, 
wave lasers, vats of bubbling 
acid, ceiling mounted grabbers 
which pluck the unwary towards 
an early grave as well as deadly 
doors in dissolving walls. Thirty 
two locked doors have to be 
opened before your quest to 
assassinate the enemy at the 
lido doa studio vol 
completed, and thirty two 7 
ba to ai ted and used 
propriat T it 
Should keop keep quite a few people 
tic ia busy for quite a long 
time 


ES E e 


Green 7 id the Follow up to 
Better find a 


E7.95 you get a game that is 
different enough to warrant buy- | 
ing df Highway Encounter is 
already in your software collec- 
tion. tida one. 


Despite the non-arrival of Fire- 
bird games promised for review, 
(still no LECCUPS. or finished 
Comet Game Mr Pratt — are you 
reading this?), the boys from 
Busby are apparentiy set to re- 
launch the Silver Range over the 





TE jm [al a 51 2, 
cm — a. 





reganeration unit protty quickly. 

Alien Pd rd Vortees coming eight weeks or so. Ex- 
follow up to Highway Encounter | pect to see (one day, anyway] 
has just landed on my desk, Bear | the sequel to Subsunk, Seabase 
with me while | load it up and ota as well as a game starring 

| Spiky Harold, a hedgehog in 


have a Van 

mm, a worthy sequel. 
Keepin to the same basic Ssce- 
nario, 
game quite a bit. The kerb is 
electrified on the new roadway, 
there are homing mutants to 
cope with as well as balls that 


bounce DOWN the road as well | 


as across. The graphics have 
been changed quite a bit and 
this time five lives don't travel 
along the highway with you — 
extra lives can only be gained by 
visiting a regeneration unit. For 


ortex have tweaked the | 





| E betriation searching for tasty | 
| morseis. À couple of martial arts 
ames Kai Temple and Ninja | 


ter are also on the Firebird 
schedule, but a bit further down 
the list, timewise. 


After a large number of false 
starts, Dr Tim Langdell of The 
Edge and Softek finally paid his 
long-promised visit to Ludlow a 
little while ago, | hear. The Good 
Doctor is still enthusing about | 
his whizzo new Spectrum word- 
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processor The Word which is 
capable of interfacing with The 
Artist, and mention Fairtight 
and The Artist lin a very similar, 
if not quite the same, breath. 
Still due for imminent release, 
we hear. 


sd on the Spectrum, pro- 
mised before Christmas. I've 
just seen the amo running on a 

pectrum an 





in the middle of the 


Gremlin Graphics have finish- 
ed work on their bouncing ball 
ame, Bounder in which you 
to direct a bouncing tennis 
ball along a hazardous course of 
tacles and paving 
which scrolls down the screen. A 
few minutes play on the pre- 
production copy had me hooked 
“— should do well. 


the top corridor 
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Beyond are set to release | 


it all looks quite , 


bafl is jus Et) That's Ho, or rathar tho and cd ona, in 
stones | 


Running along or of the evil lizardy 
ship, fts up to you to rid the Earth of the scaly horrors. V 








| High Tech Arena Ballgame: That's BOUNCES from Beyond. 
programmed by Denton Designs and dus out any day now 





| felty. You're pitted in head to 


ead combat in an enclosed 
arena. Rather than impale your 
onent on a sharp object, the 
aim ofthe game isto tire him out 
or knock him down with well 
placed shots of the ball that 
rockets around inside the play- 
ing area, £9.95, and on its way to 
the shops, right now, Bounces is 
booked for a full review next 
issue. 






Vhas arrived in the Mail Order 
department, Auntie Aggie in- 
forms me. Sadly, she wouldn't 
let me borrow a copy of the 


Nina to play, standing over 


meron while he photograph- 
ed it, she scampered back to her 
office insisting that she had a 
ueue of customers waiting. 
nce you've assumed the role of 


aliens's 


















Michael Donovan, leader of 
Earth's resistance movement, 
the game requires you to 
penetrate the lizardy aliens 


craft and destroy it by 
piscina bombs in stra ic I- 


tions. É Dust is available to 
slow the scaly ones down a bit, 
but more than that | could not 
glean Cameron! Once 
again, full review next issue. 





MacMill 
releasing Popeye, the Dk'tronics 
game which won a Smash a little 
while ago. Repackaged in a 
pretty new inlay, the game's the 
same — peruse the review if you 
want to check it out, 

Hewsons have sent a ve 


| classy invitation to our corpul- 
| ent editor, Inviting him to lunch 


at the Waldorf in London. No 
doubt our cultured leader will 
stump off to meet Steve Turner 
et al wearing his shiny Doctor 
Marten boots and report back 
fully next month. Also from the 
Hewson stable, Pyracurso is well 
on target for its end-of-June 
launch date. Described as a '3D 
scrolling adventure movie”, Py- 
racurse 15 seen by al] at Hewsons 
as a leap forward from the 3D 
qrptnos standard established in 
Avalon and Dragontore by the 
ubiquitous Steve Turner. 

On the adventuring front, the 


| next game in the Scott Adams 


Questprobe series has just been 
finished, and is winging its 

towards “a Ea Derekland. 
Featuring The Human Torch and 
The Thing, Marvel Comic heroes 
both, the game requires you to 


| control the duo on their mission 


' ge] se 
“F po - E A E À ne 


an Software are re- 












to save Alicia Masters from the 
cluiches of the evil Doctor 
Doom. Should prove almost as 
Gasy as rescuing an uneaten 
sandwich from the jaws of Gary 
Liddon! 

Mosaic are promising further 
interactive fiction titles along the 
lines of Secret Diary of Adrian 
Mole, and roundabout Autumn 
time The Growing Pains of 








d o nái o 
ERR ID ' A 


Acrian Mole as well as The 


' Archers should make their ap- 


pearance. Ônce again, Level 9 | 
are doing the programming. The 
Snow Queen in her final form 
will also be marketed by Mosaic 
on behalf of St Bride's: “earl 

summer” appears on the launci 
schedule for that one, while Ram 
Jams The Story of the Amuletis 
due for a Mosaic release in the | 
summer. At least one company 





“im the software industry sets 


release dates that are suitably 
vague! 


Last, but not least, Derek has 
copy of another Ram Jam Cor- 
ob adventure game travel- 
ing up to see him: Terrors of 
Frantoss, due for mid Aprillish) 
launch by Ariolasoft. Apparently 
8 very nasty member of the 
undead, by the name of Tran- 
toss, is entalado ho small village 
in the region of Hapshal, south 


| of the Dark Mountains of Mor- 


tran. The nasty Mr T derives his 
powers from a golden mace that 
was broken into pieces and 
scattered by a 7 bao of kindly 
wrizards. lfhe collects the bits up 
before you do, there's going to 


 bebig trouble... 
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Please me the CRASH PLAYING TIPS SUPPLEMENT SPECIAL CASSETTE. É 
5 enclose cheque /postal order (payable to CRASH) for £ 1.99. 
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Save hours of laborious ing in listings! This cassette, onhy q Sorry, but this special oHer is NOT subject to any subseriber or mail order discount! E 
available from CRASH MAIL ORDER, contains all the major E | Tê E 
E programs from this supplement, plus loads of the smaller ones. 5 CRASH MAIL ORDER, PO BOX 10, LUDLOW, E 
k SHROPSHIRE SY8 1DB Ê- 
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DO YOU PROVIDE 
REPAIRS & SERVICES 
FOR THE SPECTRUM? | 


GET THE BEST RESPONSE FROM THE NEW 

CLASSIFIED SPECTRUM HOSPITAL & 
"SERVICES DIRECTORY TO APPEAR IN 

CRASH JUNE ISSUE AND EVERY MONTH AFTER 


OPENING OFFER: £28.75 Ku 
5 MONTHS FOR THE PRICE OF 5 
(£143.75 INC.) 


Your panel can include: NAME, ADDRESS, TEL.NO. and a short 
| esto of services, to be listed under an appropriate area 
Badra. 





NB: PLEASE SEND TOTAL PREPAID REMITTANCE TO: 
NICK WILDE, NEWSFIELD PUBLICATIONS, 1-2 KING STREET, 
LUDLOW SHROPSHIRE,5Y8 1Ã0. TEL. 4603. 


| PLEASE BOOK A SERIES OF6 CONSECUTIVE INSERTIONS FOR THE PRICE OF 5 FROM & INCLUDING THE JUNE ISSUE. 
| SPECIALIST SERVICES: ...sis usinas Ea EM E 
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BACK NUMBERS 


ima”  fillthat CRASH Gap..... 


3April8a —& 'Missile Command' games 6 Living Guide € Sinclair Talks € Code Name Mat 


“4 May 84 € The Quill utility O Graphics utilíties € Microdrive O 'Pe ngo' games O LivingGuide 





WNovembersã 0 Battlefield Joystick — toômpa risons € Deus Ex Machina 
17 June 85 | € Denton Designs € Frankie & Spectrum surgery € Sinclair Story 3 € Knight Lore Map 1 60 
Underwuride Map 2 6 Tape to Microdrive 8 Leonardo graphics utility € Datel sound sampler O 
— Artist: David Thorpe 
18 July 1985 | €Gremlin Graphics profileG Artist Bob WakelinGSinclair TV Tape MagazinesLeonardo utility 


part twoGCRASHBACK looks again at games in Issue 86Gyron map of AtriuméModems round- 
up GAnd the cover that had the Jehova's Jumping! 


19 August 1985 WITHOUT PAGES 123, 124, 125 and 126. WITH: GCRL ProfileGPul! out Oliposter — Fighting 
Spectru mBMirrorsoft ProfileG Inside the Timex 2068€Round Up of BASIC Compilers8On the 
Lover Artist Rich ShenfieldeMaps of Dynamite Dan and Shadowfire 


20 September 1985  GALIEN 8 and DUN DARACH maps Electronic Pencil Company Profile Part Two of BASIC 
Compilers Round-up&The 64K Spectrum Design Design Autoprofile, Part 16Rod Cousens 
Intervievy 

Issue 21 October 1985 | Previews of Marsport, Astroclone, Elite and Scooby Doo GNODES OF YESOD map 

GHolografix profile — how to make a Hologram GCrashtionnaire analysis €Platinum 

Productions profile 


Ni NT 


22 November 1985 Feature on small computer magazines - looking at the opposition8Microdrive tips and hints 
in the NICHE and part 2 of the fast storage feature8 Susan Rowe is On The Cover An inside look 
at Fantasy Gamebooks 6 Early looks at Robot Messiah, Tau Ceti and Zoids 


23 December 1985 OVisit to Melbourne House6Minson goes Surfing6The Design Design autoprofile ends 
Computer graphics feature — On The Cover is Dave Beeson from Central TVOScary cover and 
Scary Preview of Friday 13thêMore previews, comps and tips 
Christmas Special 1985/56 On The Cover Special — our very own Oliver Frey occupies five pages&Profile of the Gargoyle 
Games crew 6Lloyd's Lookback, 1985 revisited8Hewson Consultants under Roger Kean's Eagle 
Eve8 Short story&Plus a host of Festive Fun and Frolics 


EA Es — —u. = — = à e DS == E 


25 February 1986 €Durell — the profilesA chat with the Microsphere teamBDouble dose of JetmanBGremiin 
Graphics bring a Ninja to the Spectrum STECH NICHE looks at a FORTH add-on and examines 
extensions to ZX BASIC 

26 March 1986 ST BRIDE's ProfileGA first look at the Spectrum 1288Micronet 8006Romantic Robot's 

Multiface One under scrutinyODiary of 21866Preview of Max Headroom the game 


27 April 1986 Massive 23 page Playing Tips SupplementO 1985 Readers Awards resultseMel Crouc her 
interview Imagine profile&Round up of 128K games A visitto the first Play By Mail convention 


Issues 1,2,6,7,8,9,11, 12, 13, 14, 15, are now out of stock. SORRY! 


Back issues are going fast — better get your orders in quick. 's : : 
probably worth telephoni-g if you want to order early issues, as € Iwould like to order the following issues: 
we're getting short. And if you missed Issue 19, we can now com- 

lete the gapin ep seg ço atrimmed down o quo sã 

as a tasteful sticker to the front cover annóuncing the tract! é . 

R Please tick the box next to the issue numbers that you want: 
U3 04 010 0117 018 019 [20 [Zi iza iz 

BACK NUMBERS SPECIAL OFFERS TiXmas Special 1986 [125 [1126 [127 
6 Any three or four issues ordered at the same time — 40p off total as 
& Five or more issues ordered at the same time — 20p off each item. 


"PRICES Number of issues ordered 
GAI BACK ISSUES NO £1.20 including 
P&P except 1985/6 CHRISTMAS 
SPECIAL which is £1.95 and includes a giant poster. Total cost £ | 
GOverseas orders: £2.00 per magazine lenciose a Cheque or Postal Order for the TOTAL 

(they cost a fortune to send) 

&Special Offer discounts still apply, so get in quick! DO NOT pay in cash — cheques or postal order only please, made 
pavable to CRAS H MICRO. Please don't include any mail order 

SE EG TE NS E DS RD PR Re requests with general post for editorial, competition entries etc ao t 
will almost certainly cause delays. Include your phone number, if 


possible so Aggie can sort out problems quickly. Send orders to the 
Cio a po REPRESENT eis ES address below. Thank you. End of Public Service announcement.... 


BACK NUMBERS 
CRASH MAGAZINE, PO BOX 10, LUDLOW 
Post Code........a SHROPSHIRE SY8 1DB 


Less discount if applicable 


| 
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pm 


What “ave we ear, ma 
leetle cabbages? | 'ave been 
invited by ure Minion de Com- 
petition tu rite a few well 
| shosen wurds about ze securnd 
E chance to ween a gurd com- 
24 puter. Whurl, ear goze ma leetle 


AARGH! France has come on 
holiday to me this year! Okay 
Jacques, that ll do, [1] carry on 
from here — you take the onions 


Eb ts a kip in the broom 


sho hum. a ndo dia o 
sponsore E] 

EEC EEC dont ha halEGaUOS probiaria, 
dto be a way of 
fostering international co-oper- 
ation, but if you ask THIS Min- 
ion, the whole scheme is a 
cunning plot on behalf of the 
French Government which 


| wanis to reduce its Minion 
Mountain, He's a nice bloke, 


| written separateiy: 
| 9º joined 


E es, but a bit too keen 


really, Caught him Poti round 


“Ludiowthe other day in his beret 


and stripy jumper handing out 


| competition entry forms ta pass- | 
 ersby— | mean, asifldon'thave 


SN OUUh entries to cope with as it 
is 

Anyway “My lite Cab 
in case you weren't a 
winner in 
comp, here's another chance to 
a the rd gd ni ei drea- 

ipoos. lt's ordsquara 
Time, folks.. 


various words and product 
names associated with Sinclair 

|. The words may be 
'Mini Telly 
together: “Minitelhy”. 
eae you've found 
ring them with a 
2 your entry off to 


Once 
them all 
biro de rtçá whiz 


| fel 
set | 
last issue's 12BK | 


ie 128 — COMPETITION, 

CRASH TOWERS PO BOX 10, 
LUDLOW, SHROPSHIRE “sy 
1DB, making sure it arrives 
before 29h May. Five lucky 
runners up will win a CRASH Hat 
and T Shirt set, too. So make 
sure you put your shirt size on | 
da rm my little darli 


Weil, 
ancenar Sinciairy ed Sosêmeé 
inthe square ose 
of the Sinclair Story from a 
Library might help!) 
When you think you've found it, 
circle it round in the usual 
manner but please remember to 
the mystery word on the 
back of your entry envelope to 
make your Minion's life easier. | 
There's nice ilows and 


And ses that pretty cara 
Yea, that's it — the o 

there with 128K COMP iria 
on it. Save that coupon folks, cos 


you'll need it to enter the final 
| 128K competition next munf. 
This time you have to dig out | Rem 


ember, no coupon, no entry 
in the June competition — so 


| make sure the dog prego pos 


chew your copy of CRASI 


“month if you want another go 08 


Eh! pp Allons au Drain- 
pipe et Ferret pour boire? | 


Ped O your very own 








This is the easiest way of buying your Games and Utilities 
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| AMARES sussa ra sun esse sana aee omnes date. If you are in any doubt about availability, please ring first. We 
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| hope you all liked last months playing tips special, ft took a lot of 
time and eflort to get it together. Sadly even after all the double 
checking a few errors did creep through. À few months back | 


published a listing for Mhesle 


- to get this to work change the 


checksum number of 5024 to 4514 and all should go well. Some 
people seem to be experiencing problems with the Sweevo's World 
Editor in the Tips Supplement: there are no printing mistakes in that 
listing, so keep persevering. Don'ttorget, ifyou don'tfancy typina in 
al those programs you can always buy the tape. 

some of the other programs featured last month won't work on 
the Spectrum 128K because of the change in ROM, and to get those 
listings working ali the checksum lines need to be removed, To my 
knowledge those seem to be the only errors to date, but if you find 
any others send me a SÃE and Visee what | can do 

Current games for which | would like tips on are Way of the 


Tiger, 
Beret and Sai Combat 
ofhints and tips 





Many readers including John 

Hartness of Cleveland have sent 

in these tips for PSS' epic game. 

H anyone has got additional 

| information then send KH in. 

The Masters: 

a gives you extra lives 
no — improves your sword 

Figinti 


Ing abilities 
Serag — improves your spear 
fighting abilities 
rol — improves your staff 
fighting abilities 
va Veston — gives you the | 


ability to carry more and do 
more damage to your enemies 
Villa — improves your thieving 
skills such as picking locks 

Jack — improves your jumping 
abilities 

Greaves — makes the monsters 
a bit friendlier towards you 
Iscath — improves your unarma- 
| edcombat abilities 

Verna — lessens your batile 
damage and gives you greater 
hitting power 

Merock — gives you more 
spelis and improves your magic 
capabilities 

Hubris — improves your ability 
to sense traps 


1) The magic staff is in a room in 


quadrant 7 on the right hand | 
| side and two rooms up. H you | 


are mostly a non-magic person 
then don't bather using It. 
2) The magic sword is in quad- 


rant 2,2 rooms down and then 2 | 


rooms from the left 


3) The pieces of Zob's armour on | 





Starstrike ll harhich 5 an excellent game), Cyberun, Greer 
And with that said, onto this month' s dosage 


AND SORCERY 


level 1 are: 2 Sabatons and 2 
greaves. 

4) All the monsters that grunt 
can be bribed with food 

5) Some of the monsters, such 
as the magic user in the Old 
Time Hall, cannot be killed by 
normal weapons or fireball 


ells 
Eh 5 a good idea to threaten a 
monster a few times before 
commanding it tó surrender 
7| takes roughly five pieces of 
ld to bribe a monster. Once it 
has been given the required 
amount it will say thank you. 
8) Almost ail of the wandering 
monsters can talk | 
9) The healing potions taste of 
peppermint 
10) Monsters often 
values so ask them to evaluate 
things a few times 


| 11) Some dg é give you the | 


bd to jump further 

12) Buy lots of food because 
there isn't much of it around in 
quadrants 2, 3 and 4 

131 Monsters won't tell vou 
anything unless they have been 
bribed or have surrendered 

14) H Bang appears then run 
because it depletes your magic 
15) Whenever you find a mons- 
ter that you wish to talk to, greet 
[u 

16] For every few monsters 


killed a point is added to your | 


hits or your magic 
17] Take cups to Banbeut Hall for 
a magic bonus 


lie about | 


DEATHWAKE 


Here is a cheat from dobn Brigas 
of Tyne and Wear for Quick- 


silva 's each Hegd derivative 
E vou type in IT Ss Mr BIRTH 
DAY" then the Undaunted be- 
mes invncible. Your 
are till wvulnerable to 
tir a trt VOL Cam cigê the 
icaunted to a, Held them, In the 
mine screen 4 


E ao 


Bi ton just cigar FE | 
vay (NTOLH po Pa humoina into 
E dd t | ty L | ] “4 

the munes. 





fro Wi: arde pr oia 
em arren 
for Activision's boxing simula- 


When you are on the one play 
game and 1 to extend your 
training time then choose a 








Imagine's 3D game has brought 
these tips from Paul Collins ol 
Tamworth. Perhaps there will 


IR be a map next month if Art can 


get round és ça one, 

Go and Pic up tre brief case 
gqur, money. Re mer e Fr to us 
the bullets carefully 

| VOL omy have a TREM 

of these. Then go ant 
woman. Say to he Fria dor 
Fo". lEshe replies Ri | Kill, kl | 
fhen she as the ct che 


repeats 'Friend or Poé'| 


swop bomb for dis: ad 
mit left, pe spiit level) 
own, down, down; down, right, 
Nino tube 2) right, up, left 
night, nght, 


Up, eft, u up, E) up, 
up, 
náo right, finto. tube t right, 
Haht, Up, up; vp, ra up, (using 
the ladder on the left) left, 
(ladder on the o up; up, right, 
right dE TER , Up, ums ai left over 
pooi + up, left, left, up, up 
y then move on to the 
platform, jump on to the second 
lug «Walk right, esa down, 
Hight twice, up ladder, left 
end into the helic icopter 


TOMAHAWK 


kt is not every day that you get | 
Ag for a game that is mainly a 
ht simulation but if you are | 
having problems with Toma- 
hawk then these hints from 
Richard Navylor of Chwyd may 


When vou are in combat mode, | 
speed can be picked up quickly | 
Dy setting the torque to 100% | 
then dipping the nose of the 
hetlicopter by about 30%. Within 
a short while you'll be moving 
very quickly, A good way to slow 
down is to roll from left to right 
or put the pitch up shghitly. At 
the beginning of the game set 
the weapons to missiles and 
take off to about 200%. Then 
clear an area of a 3 mile radius. 
Then descend to the helipad and 
replenish your missile stocks, 
On mission 4 the landscape is 
always changing so keep break- 
ing out of the game and re-en- 
tering until you get the easiest 
andscape. 











boxer with less than twelve 
wesks training time then refuse. 
Now go back to the menu sã 
the nineteen boxers on it a 

pull back on the joystick e 
a time will go up by two 
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SPELLBOUND 


Spellbound has brought 

from many readers but G qe 
Needham of Penarth presented 
the best set. AM 


map. H there is just one re 


then dt is the first initia of 


E bia a name. 


Flo rir the durairf (C5) 

Orik the Cleric (D9) 

Lady Rosmar (AZ) 

Elrand the half elven (D4) 
Thor (C&) 
Banshee (in 
Gimbal the l 





lowin ade 
izard 


Most of the characters will help 
vou somewhere in the castle but 


| they must first be given an 
object that they desire. 


Florin the dwarf - give the bottle 
of liquid to him and then get it 
back, it will restore your cb XY 
Give him the bar of gold, t 
broken talisman and the tube of 
lue. Then command him to 
lp vou, He will fix the 


| talisman. 


Lady Rosmar - summon her to 
(73). give the pocket laser to her 
and then ask her to help. She will 


| burn à hole in the wall. 


the Halfelven - summon 


him to (D6) then give him the | 


trumpet. Now command him to 
help. He will then blow the trum- 
pet and the wall collapses. 
amson the Strong - summon 
him to (F7), then give the javelin 
to him, Now command him to 
help. À platform across the pit 
will be built 
Thor - get the Miolinir off Elrand 
then summon Thor to the lift. 
Give the Miolinir to him and 


1 


ROOF 


ath | 


E Safe lr VER BR foca reco 


GROUND 


BASEMENT 
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command Thor to help. He will 
fix the control box. You can now 
o to levels F and 6. Summon 
r to (B2) and command him 

to help (he must have the Miol- 
inir). He will send a bolt of light- 
ning at the tower which loosens 
a wall, This must be done before 
a can destroy the wall at 


Banshees - once it has been rel- 
gased then you can command it 


| to help. This will provide you 
| with clues. 


Orik the cleric - He wants the 


book of shadows. 


Four leaf clover (A2): carry this 
when casting Candlium 
Muminatus, 

Battle of liquid (AZ): see Florin. 
Wand of gente (49): you 
can command people when 
carrying this, 

Javelin (B9): see Samson. 
red scroll (B2): read it for a 
clue. 

Engraved candle (C2): for cast- 
ing Candlium illuminatus. 












“read itforaclue. 


| Teleport key (C6): when you are 


carrying this you can teleport to 
the teleport pad. 

Red herring (C7): part 1 of the | 
Fumaticus Protection spell. 
Power pong plant (G2): part 2 of 
the Fumaticus Protection spell. 
Glowing bottle (C7): pi io to 
get past room (C3); when it is 
dropped à releases Banshees. 
Book of shadows (D3): not 
known but Orik likes it. 


' Gold bar (D6): See Florin. 


White gold ring (D8): not known 
but it is very magical. 


Pocket laser (E3): see Lady 
Rosmar. 

Broken Talisman (E7): ses 
Florin. 


ie Talisman: part 1 of the 
Project A pi Body spell. | 
Crystal ball: part 2 of the Project 


| Physical B spell, 
| EM hor Er 


H horn (5): when you are 
op this you can summon 


en go of runes (E3): pick this up | 
along with the runestone and 
ou will be able to read it. 

Tube of glue (E6): ses Florin. 
Sticky bun (E2): once you have 
preta this up you cannot drop 


raid (E9): see Elrand the 
halfelven, 

Mirror: when you have this you 
can see what you are carrving 


| and the present status of your 


energy level, 
Pool of liquid (E3): stand on this 
and cast Armouris Photonicus. 


spelis 
Crystalium  Spectralis: not 
known but probably something 
to do with the 3 coloured 
crystals. 


Mo oo ww» 


G) 


































































POKES CORNER 


Al of this month's pokes are 
supplhed by Keith Walker of 
Birmingham. All provide infinite 
lives or the equivalent on the 
game they're for. As an extra 
bonus to those of you that 
bought the Pokes Tape, all of 
these routines are on there. 


ECON AA O To RP 
Candlium 
known but the four leaf clover 
and the candle are needed to 
| cast it. 

Armouris Photonicus: stand on | 


ou can travel safely through 
3) without the glowing bottle. 
Fumaticus  Protectium: 
cast you can travel 
through (E3). 

Project Physical Body: once cast 
you can travel to people, 


The Game 
You start in (C6). Drop the 
advert, then pick up the teleport 
key. Now teleport. Go right, then 
up and back into (C7). Pick up the 
giowing bottle and teleport. Pick 
up the teleport pad and go allthe 
lo left to the lift. On the way 
| pick up the red dl, do drop 
the teleport pad in (C5). Move 
| the lift to level 2 and move right 
umtil you find Samson, take the 
Elfhorm from him. Go backto the 
lift and drop the Red herring. 
Now go to the roof and go all the 
| way night on the way collect the 
Bottle of liquid and the Wand of 
command. Teleport to Florin | 
then exchange the Bottle of 
liquid with him until your energy | 
is replenished. Then command 
him to wake up. Take the Tele: 
port od and go to the lift. Drop 
the Teleport pad and summon 
Florin. Now command him to 
sleep. Move to the second floor, 
find Elrand. Take Miolinir from 
him and teleport back to the lift. 
summon Thor and give Miolinir 
to him then command him to 
help. After that command him to 
| sleep. Move to the basement 
and get the Red herring and the 
Power pong plant. Cast the 
| Fumaticus Protectium spéll then 
drop them. Now go to the gro- 
und floor, move je ie and getthe 
laser. Summon Lady Rosmar, 
give the laser to her and com- 
mand her to help. Now stand on 
the Pool of Liquid and cast 
Amarous Photonicus. Go back 
to the ft, move to the first floor, 
go all the way right and get the 
trumpet then teleport. Com- 
mand Thor to wake up and go to 
(B2). Then summon Thor and 
command him to help. Go back 
tó the lift. Move to level 2 and go 
all the way right. Summon Elr- 
and, give him the trumpet and 
command him to help. That 
should get you quite far into the 
game but you will have to wait 
until the rest of the solution 
ava before you can compléte 
| E 


once 
safely 


Huminatus: not | 


| the pool of liquid at (E3) and'cast | 
the spell. Ônce you have cast it 





MIKIE 


10 BORDER 0: PAPER O: INK O 

Z0 CLEAR 65535 

30 RESTORE 

40 LET TOT = O: LETB - 1 

50 FOR N — 23296 TO 23457: 

READ A: POKEN, À 

BOLET TOT - TOT + AB: LETB 
1 


FONEATIN 

80 IF TOT < => 1547454 THEN 
PRINT INK 7;“ERROR IN DATA”: 
STOP 


90 PRINT INK 7,AT 9,4;“PLAYIN 
MIKIE MASTER TAPE";AT 11, 
10;"FROM THE START" 

100 RANDOÔMIZE USAR 23296 
bar DATA 237, 091, 083, 092, 
1090 DATA 089, 092, 043, 205, 
229 


ria DATA 025, 221, 033, 224, 

91 

1030 DATA 017, 017, 000, 175, 

055 

1040 DATA 205, 086, 005, 042, 

DE3 

ao DATA 092, 237, 075, 235, 
1 


1060 DATA 205, 085, 022, 221, 


032 

1070 DATA 083, 092, 237, 091, 
235 

1080 DATA 091, 062, 255, 055, 
pu 


Os 
1090 DATA 086, 005, 042, 083, 
092 


TIDO DATA 017, 050, 002, 025, 
017 
TYUMO DATA 018, 248, 001, 105, 
02 


1120 DATA 205, 139, 091, 205, 

126 

1130 DATA 091, 033, 064, 248, | da 

017 10 BORDER 0: PAPER O: INK 0 
55535 


TS DATA 064, 247, 001, 128, | 20 CLEAR 
000 


30 RESTORE 

SOLETTOT = 0: LETB = 1 

E | 50 FOR N = 23296 TO 23449: 
neo DATA 089, 247, 050, 093, READ A: POKE N, A 

247 60 LET TOT = TOT + AHB: LETB 


7150 DATA 237, 176, 062, 247. 
050 


1170 DATA 050, 101,247, 050, =B+1 
121 
nes DATA 247, 062, 201, 050, so PTOS 1553650 THEN 
EO NI RS ER RAR | crop 7: ERROR INDATAS: 
0a 90 PRINT INK 7: AT 9, 4:“PLAY 
11,10" FROM THE START? 
1210 DATA 001,013,000, 237, 100 RANDOMIZE USR 23296 
1220 DATA 195, 020, 250, 175, Pat DATA 237, 091, 083, 092, 
3 j 
123 O DATA 138, 159, 006, 006, bd DATA 088, 092, 043, 205, 
1 Es 
1240 DATA 035, 016, 252, 049, ig DATA 025, 221, 033, 224, 
: 
1250 DATA 105, 062, 249, 050, La DATA 017, 017, 000, 175, 
31 
| Seo DATA 091, 033, 064, 248, a DATA 205, 085, 005, 042, 
[1270 DATA 209, 001, 059, 002, qo DATA 092, 237, 075, 235, 
[1280 DATA 161, 091, 206, 070, 1060 DATA 205, 085, 022, 221, 
056 042 
o DATA 011,050, 161,097, 1070 DATA 083, 092, 237, 091, 
| 235 
Vc DATA 119, 237, 160, 234, "1080 DATA 091, 062, 255, 055, 
(á310 DATA 091,201, 198, 128, | 1050 DATA 086. 005, 042, 083, 
[1320 DATA 241, 193 | TIGODATA 017, 050, 002, 025, 


017 
tha, DATA 131, 251, 001, 080, 
dent DATA 205, 131, 091, 205, 


| | 234 
Sae DATA 250, 062, 201, 050, 


"| 083 
k 1200 DATA 113,091,017, 169, 
| 1210 DATA 001, 005, 000, 237, 


| | 1250 DATA 251, 229, 208, 001, 
034 


| ÀS = “2º THEN GO TO 130 


| 200 
| 160 CLS 


E ROLLER MASTER TAPE":AT 11, 
| 10: FROM THE START" 

| 180 LOAD “CODE 

| 190 RANDOMIZE USA 23300 


| 210 PRINT AT 9, 2;“Enter No of 
| lives [10 to 255)" 
220 INPUT BS: BEEP .1,1 
230 IF BS = "" THEN GO TO 220 | 








1130 DATA 091, 033, 177, 251, 
1140 DATA 17,250, 001, 128, 
1150 DATA 237, 176, 062, 250, 
1160 DATA 202, 250, 050, 206, 
1170 DATA 050, 214, 250, 050, 


1190 DATA 250, 205, 177, 250, 


1220 DATA 195, 133, 253, 175, 
1230 DATA 225, 209, 000, 062, 
1240 DATA 050, 153, 091, 033, 


SR) DATA 002, 058, 153, 091, 
Eta DATA 010, 056, 011, 050, 
ia DATA 091, 174, 119, 237, 
qa AA 234, 131, 091, 201, 
1300 DATA 128, 024, 241, 193 


ROLLERCOASTER 


10 RESTORE 

20 FOR N = 23300 TO 23326: 

READ A: POKEN, A: NEXTN 

30 DATA 243, 049, 232, 096, 175 

40 DATA 253, 033, 255, 090, 033 

50 DATA 000, 250, 205, 093, 250 

GO DATA 175, 033, 242, 142, 119 

TO DATA 035, 119,035,119, 195 

BO DATA 060,140 

90 PRINT AT 4, 13; FLASH 1 

“SELECT” 

100 PRINT AT 8,7;1 

UNLIMITED LIVES" 

110 PRINT AT 10, 7;'2 NUMBER 
“OFLIVES" 

120 PRINT AT 15,8;'PRESS KEY 

10R2" 


130 LET AS = INKEYS:IF AS =" 
THEN GO TO 130 
140 BEEP .1, 1: IFAS = “1 OR 


150 IF ÀS <= “1º THEN GO SUB 


VOPRINTATOS, 3; PLAYIN 
PALITO 


240 FOR C = 1 TO LEN ES 

250 IF BS(C) = "0" OR BSIC) 
“9º THEN GO TO 220 

260 NEXT C 

270 LET LIVES - VAL BS 
280 IF LIVES = 10 OR LIVES — 
255 THEN GO TO 220 

290 FOR N — 23315 TO 23322: 
READ A: POKEN, A: NEXTN 
e DATA D52, LIVES, 050,076. | 
310 DATA 195, 060, 140 

0 RETURN 
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ra E : 


100 RANDOMIZE USAR 23296 


ii 


DES E 


[NOM | 091 182 
NOMAD dOOO DATA 237, 091, 083, 092, CER UNTA 2, 091, 062, 255, 1180 DATA 252, 050, 190, 252, 
10 BORDER 0: PAPER O: INK O 1010 DATA 089, 092, 043, 205, 1100 DATA 205, 086, 005, 042, 1190 DATA 210, 252, 062, 201, 
20 CLEAR 64000 229 | 083 | 050 

| RESTORE 1020 DATA 025, 006, 003, 197, 110 DATA 092, 017, 050, 002, 1200 DATA 211, 252, 205, 153, 
40 LET TOT = 0: LETB = 1 221 025 | 252 
50 FOR N = 23296 TO 23455: 1030 DATA 033, 224, 091, 017, 1120 DATA 017, 107,253,001, | 1210DATA 033, 119, 091,017, 
READ A: POKEN, A 017 087 145 
50 BET TOT = TOT + A&B: LETB AUSU DATA 000, 175, 055, 205, i so DATA 002, 205, 137, 091, 1220 DATA 255, 001, 005, 000, 
= B + | 237 
70 NEXT N 1050 DATA 005, 193,016,240, | 1140DATA 124, 091, 033, 153, 1230 DATA 176, 195, 109, 255, 
B0IFTOT <> 1640945 THEN | 042 253 175 | 
PRINT INK 7;/ERROR IN DATA”: 4080 DATA 083, 092, 237, 075, 1100 DATA 017, 153, 252, 001, 1240 DATA 050, 231, 156, 000, 
STOP 052 
90 PRINT INK 7;AT9,4;“PLAYIN | 1070 DATA 091, 205, 085, 022, 1160 DATA 000, 237, 176,062, | 1250 DATA 197, 050, 159, 091, 
NOMAD MASTER TAPE";AT 11, | 221 252 | 033 
10:“FROM THE START” 1080 DATA 042, 083, 092, 237, 1170 DATA 050, 178, 252,050, | 1260 DATA 153, 253, 229, 209, 


1270 DATA 041, DO2Z, 058, 159, 
À | Elovar 206, 010, 056, 011, 
de icedinici dm 159, 091, 174, 119, 
1300 DATA 160, 234, 137, 091, 
1310 DATA 198, 128, 024, 241, 


| | 9999 STOP 





G. Needham and Eddie Wilson 
of Penarth have come up with 
the goods for NÔOMAD. These 
tips should help you get a bit 
further into the game. 

Round Guns 

These don't fire very often but 


E are usually a bit of a pain. The | 
à | best thing to do is to go in with 


all guns blazing. 
Guns 
Don't get in frontof these. Attack 


| them from an angle. 


Homing Missiles and Bases 


| Tryto take outthe base before a 


missile is launched. you don 
do this you will have a missile 
following you from screen to 
screen. to make them crash 
into walls because they can onhy 


J ] ú u 
= no meo : 
AE) E) e] E ema ma 
no re area nina eat Pala! LH n n É] nr e nx 1] aateto no as no a 


do 50 degree tums. 
Robots 
The best form of attack is to 


LOCKED DOORS quietly enter a room and cons- 


EC=BARCLAY CARD tantly fire atthe position where a 
F =FUSE a =LLGGL KEY bis sn dee appear. imetimes they 
a | | | | = CASH E may take a while to appe 
= da ted SMT CARD YK = YALEKEY 3 -BARCLAY CARD Coleral Hi agi 
Sa RV | Take as ENA guns and robots 


“ LE =LIGHT BULE 
BE =BOMB 


ne GALP REY out as you can because when 
Da aa cnc hm nin: E you lose a life you are sent back 
JUIRIENDNDIS Ca qa and Ta RAD er | q few screens to a starting 
E Graca Cota ea o ao RR | scregn. This doesn't apply on 
: your last life, 


owing up the androids thai 

paralyse you, but only work if 

Ou drop one in their path. 

Should you get paralysed by an 

Design Design's icon driven android, using the first aid is 

game that so few people can gets your charac ter on the mov 

actually play has attracted these again, and its a good idea to istato: Eos" + 
tips from Steve Woolrich of keep this with vou all the time. E : SOC RR E 
Doncaster. When you wantto eat you must [is PRO 
The « cashp ot card, Access card have the can and he canopener, 

and Barclaycard are all keys and should you over charge Poddy 

open the locked dogrs las indi- then the fuse mends him. 

cated on the map), The bombs Poddy's main use i5 to carry 

that are scattered around arefor. yourobjects about with you. 


That seems to be it for another 
month. My postbag 1s far from 
empty but my space has been 

filed. This month's winner of 
the 220 of software is O. Need 

ham for his bumper collection eia | 
tips more of which will be fea- 
tured in next month's issue, 
Keep sending your tips and 
pokes to: 

ROBIN CANDY'S PLAYING TIPS 
CRASH MAGAZINE PO BOX 10, 

LUDLOW 

SHROPSHIRE 5Y8 1DEB 

and do make sure you mention 
Crash on the envelope because 
you don't ft makes our sorting 
dept awfully angry. 


2112 AD 
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HISTORY recalls the epic 'Highway Encounter. 
The attempted domination of Earth by the 
dreaded Alien aggressor was foiled by the power 
of the Vortons. 
NOW the sequel is launched. 
Alien Highway. Where Vorton meets Alien, 
in the ultimate encounter. 


PLEASE SEND ME 






VTAPEV VDISCY 
AMSTRAD CPC C]eB.95  []£19.95 
SPECTRUM 48K [1£7.95 
TOTAL VALUE | 
MME E papa 


ADDRESS | 


ENCLOSE PO /CHEQUE PAYABLE TO VORTEX SOFTWARE |SALES) LTD, 


——DDDDD[DDDDDO.. E 


aí] 














1/ 2) COMMANDO Elite o. 
2( 1) ELITE Firebird da 
3/ 7) BACK TO SKOOL Microsphere | € 

4( 5) STARQUAKE Bubble Bus 

5/ 3) EXPLODING FIST Melbourne House 

6/11) SABOTEUR Durell 

7(16) GUNFRIGHT Ultimate 

8/ 8) HYPERSPORTS Imagine 

9/15) ROBIN O' THE WOOD Odin 

10 (—) WINTER GAMES Epyx/US Gold 







12 (—) M.0V.L.Elmagine 






14 / 4) FAIRLIGHT The Edge 







16/ 9) GYROSCOPE Melbourne House 






18 (20) TOMAHAWK Digital Integration 





20 [—) SWEEVO'S 
















WORLD Gargoyle Games 


21 (-)MIKIE Imagine 

22 --) ROLLER COASTER Elite 
23 t-—) NODES OF YESOD Odin 
24 (12) SPY Vs SPY Beyond 


25 (—) MONTY ON THE RUN Gremiin Graphics SE k ANN 
26 (—) SKOOL DAZE Microsphere S+ Aga UN NE, 3a 
27 (17) TAU CETICRL à Ne TAS 

28 (10) HIGHWAY ENCOUNTER Vortex 

29 (—) ZOIDS Martech 

30 —) BARRY McGUIGAN's BOXING Activision 











Barry Littlefair of Basingstoke, Hants should be tin upearlythis month as pato ie will be win jin 
forty pounds' worth of software vards his sy a y Do polir. Earl Rena nona igils for CRASH 
its and Shin lala paro pueda cp th pn ndo resto nd BIMo caes | h Vo tais | 
rom deepe n country in the Eastend of Laaanda sten (Sah “hair 
from the Officers Mess at RAF North if b ç Ea En Ad deter à 
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Ea ENE) 
RISE 









1 RÃA! Epa ET ez 
ALTAS VIBE SUTIE MULISE 


Auntie hor je will be using her bestost typing skills wh en hoc gets im touch with Michael Scott of Ty ne and 

Wear to tell him he's won the software draw this month and is due for £40 worth. As usual, four lucky 

runners up will be receiving a CRASH Hat and T Shirt with whichto enter the world of computer fashions. 
Th RN Green Marc James who jogs around Loughborough; George Adcock whose back garden is Surrey; 
reenwood from stainless heffield and Pamela Sellick who's an | Abingdon girlie. 


s five for each chart, and prizes go 
| 1cky senders of those forms. tras ist inalhwinar SEE Eta E 
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| One of the fanzines that was 
| definitely prompted into. exist- 
| ence by our last article is BANG. 
| Apart from the desire to produce 
| their own computer magazine, | 


SINCRON is a very profession- 
| alhy produced publication, with a 
rather fetching green cover 
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pçs 
ed: 


those enterprising lads from (l 
think) the Joseph Rowntree 
school in York decided to put 
their journalistic skills to a profit- 
able end and donated all the pro- 


| ceeds to the African Famine 


Relief Fund, 


Apparentiy the lads first got | 


the idea for BANG from seeing 
the selection of Fanzines we 
published in Issue 22, but also 
received mucho encourage- 


“| ment from their Computer and 
| English teachers, as wel| as init- 


ial funding from their Head- 
master. 

The magazine itself is packed 
with previews, reviews, comp- 
etitions, tips and a pull-out map 


| supplement in the issue | saw, 


The magazine is compiled by 
Mark 


itelock Editor, Ben 


' Mayfield Assistant Editor and 


p. alots more | 


"every success with BANG and 


Artist, and Steven aines 
Accountant. And what a good 
team they do make. | wish them 


hope they are still making 
enough to contribute towards 
Aid in Africa. 

BANG can be contacted at 
BANG Head Offices, 12 Farm- 
stead Rise, Haxby, York. 


P | Exa 
& RE E 


CA = 


did 
Pa o cap 





(December issue) Run by a 
group of 14-16 vear olds from 
the Blackpool area who share 


| E.M.U, appears to be run almost 


| to a Hermes — no, this is where 


| Suggest you listen out for it. 


EU 


Vi 


ENTERTAINMENT | MICRO | 
USER, incorporating DEMONIC Centertalh 
HOBBIT, known to its friends as 


single-handedli fourteen 
odio Paul Rand with a líttle 
elp from his school chums 
Peter Robinson and Adam 
Sadler. Jonathan Ashby is the 
resident artist, and very good he 
is too. | really liked the lay-out 
style of this publications — very | 
striking it is too, with red-framed 
pages. An accessory no book: 
shelf should be without. 
Running to some 30 pages, it 
is published by AZ One, a sub- | º 
sidiary of Paul Rand plc. (some- MU EPE es 
thing tells me this guy has ideas | EMEA E E 
on world domination. Erm, 
uw'd better drop the “plo” bit 
aul .. . unless you really are 
registered at Companies House | 
as a public limited company!) 
My copy included a neat mix of 
news, reviews, hints and tips 
and a profile on Jonathan 
Ashby, Art Supremo, an am 
gallery page and a short story. 
Mr Rand stresses that E.M,U. 
is a Computer/Role Playing 
gerto magazine, but with lots of 
rillis and spills thrown in to 
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provide something for every- o ir TA A RR 
one. All this for 35p can'tbe bad. | o AN Man Pao DA 
About the only thing this fanzine E al qo 
doesn't have is a letters page — 
perhaps Paul hasn't got access NOEIPaTRaRAçS 
EM.U is available by ma 
| from Domini House, 
Comet Hill, Easington, Peterlee, 
CO. Durham, SA8 3ER. 





rou come in. Paul Rand would 


ike to hear from anyone interes- 
ted in contributing to E.M,U, 


FERRAT 

Err =) 
(Sofia 
ME os 


b dt, 
the common view thattoo many | 
computer magazines are run by 
adults with too many adult 
viegws, SINCRON is written 












the sortof people itis aimedat.(| | From Suffolk comes 
do hope you are not implicating | RAM, yet another fanzine 
CRASH's views here, SINCRON | inspired by our November feat- 
otaff!). ure. The RAM team comprises 

The magazine is A4 size and | Jonathan Welch, Editor, Simon 
packed with all sorts of reviews | Tricker Editorial Assistant, Tim 





with % scores, playing tips, an 


Meston Technical Editor, Jason 
adventure column, the latest 


Mills Art Editor, Aaron Farris 







ind parade É io the staff, | Assistant ph pad Carl 
eatures and a hilarious comic | Thompson Playin ips, Ben 
strip that follows the adventures | R d Que Cutts, 


Robinson an 
of Ernie Doss. IEvers. 
“SINCRON is run by Martyn 
Hartly and Paul Serivin who are 
anxious to have contributions 
from anyone in Blackpool. So 
Blackpoolians — or should that 
be Blackpudlians? — if you 
haven't heard of SINCRON vet, | 






RAM runs to 34 pages and inc- 
ludes reviews, Thompson's 
Playing Tips, competitions and 
features as well as some impres- 
Sive artwork. At 15p it's a snip! 

Luckily, RAM have managed 
| fo get their printing done for free 









5 VS address is: Sincron | as well as some gratis publicity 
ei Lytham Road, | on their local radio station. 
Bla |, Lances. FY4 1J0. Jonathan Welch and friends 
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EVISI 


astyear, HANNAH SMITH takes a look inside the CRASH Fanzine File... 


Hot re ape with the April 
issue, landed on the 
CRASH pesa desk, 


Wi 
its way from Brighton. Z ZOOM | 


boasts an impressive staff list: 
Kevin Newman Editor; 
Parkinson Doptity Editor; 
Steven Rea Artist; Toby Bowers 


Top Reviewer:; Jason Kimber, | 
David n and Kirsty. 
Parkinson Writers: 2Carol 


Newman who is responsible for | 


Brain's Page; Bruce Lindfield 


Informationist; Patrick Newman | 


photocopying, and not forget 
ting the offica cat Kit and office 
Gerbil Gerry. 

Z00M is packed with comp- 
etitions offering a multitude of 
Renee as prizes. There's also an 

pinions section, comments, 
information and a very funny 


Justine | 















comic strip called Lunar Clive... 


| maps, piccies, reviews, cross- 


words, a letters page — | could 
go on all night. Y copy of 

DOOM is iterally b Fa o atthe 
seams, and is thoroughly good 


' value at 40 eai ia pages 


fora mere 75p. 
can obtained from 
ZOOM Offices, 15, Argvyle Road, 
And yo SUSSEX BN 40A. 
nos want to give them a 
“phone number is 
(sounds a bit 


Brighton but that's what's writ. | 


ten here!) 






















also echo that well-voiced com- 
laint on the Fanzine Circuit: a 
ot of computer games comp- 

| anies are very wary about about 
handing out review copies to up 
and coming publishers. Well, 
from what | can see, all the fan- 
zines I've reviewed are bona- 
fide, and struggling to do well, 

Jonathan has a couple of tips 
for would-be fanzine fanatics — 

no PRADA todo a lot of work, 
and don't be put off by com- 
ments from people who don't 
know how much time and effort 
ques into producing a fanzine. 

Iso, try to get the ZX Miecrofair 
where vou're bound to meet 
some like-minded people. 

The RAM postbox is accessed 
via: RAM Magazine, Principal's 
House, Kerrison School, Thorn- 
don, Nr. Eve, Suffolk IP23 7JL. 


And now for a quick update on | 
nzines we reviewed last | 


the fa 
November. INTERFACE is still 


Apa In fact, | spoke to 
Erchencs ig Cheese Lucian 


Randall on Res while this article | 


was being written (Il think he 
really wanted to speak to 
Graeme about a duplicator that 
needs repairing. "Ready soon” 

Graeme promised.) Lucian told 
me that INTERFACE is “doing 
great”. Since we gave a mention 
to INTERFACE Mr Randall's 
visage has graced the pages of 
the industry trade paper, CTW 
and he has been invited to lots of 


launches.  [Fortunately he 
doesnt  behave like John 
Minson!) 

The next edition of INTER- 
FACE was being typed up às we 
chatted |versatila + Lucian) 


and should be available now, 
from; 
Interface, Es L 
Gardens, Finchley, LO 
1TE. 


ENE 


Just down the road from INTER- 
FACE lives THE BUG, and the 
March issue of THE BUG has 
arrived in CRASH Towers, so | 


hurst 
DON N3 





bit disorganised. Apologies if 
you have sent us a more up-to- 


date y. Im case readers. 
BUG is made E enroi Daoy. 
Jaron Lewis, Kelse Ap Apt 
Genia « THE BUG can be 
pa or a tiny 25p from: 
NE, 28 


Leaside eabieáa Muswell Hill, 
LONDON N10 3BU.. 


CRASH May 1986 75 


pe pu 








THIS LI 
PROGGY 
WENT TO 





TTLE 








MARKET... 


The covering letter that came with Data Design 
Y O CADE col 


— Six games 


selling for £4.50 — made vague references to a 
Mars Bar contained in the packaging, by way ofa 
gentle incentive to whoever reviewed it. Presu- 
mably Roger [Gannet) Kean rãs the post that 


, for there was no 


cy Comestible 


fi | contained therein. 

Graeme Kidd pottered off to Halesowen, home 
of DDS to claim his Mars Bar and find out what it 
was like starting a one-man software company in 
these days of megalarge corporations.... 


Stewart Green is thê man be- 
hind Data Design Systems — 
which is run in best cottage 
industry style from the front 
room of a house which is cram- 
med with boxes of duplicated 
tapes, |] gs. computer 
magazines and the all important 
Spectrum workstation. 

Mr Green was one of the first 
Eecr ople to scamper out and buy a 
spectrum when itwas launched, 
and he spent many a long even- 
ing getting to grips with pro- 
gramming the st, Stewart 
was ON an engineering appren- 
ticeship at the time, and grad- 
ually, as his hobby took up more 
andmore time and he was going 
to bed later and later, he began 
to think about making a carser 
out of programming. 


SELLING 
THE GOODS 


Having written a couple of 
james — Align and Bomber — 
e decided to have a go at sell- 

ing them. “Iwas a bit innocent at 

first, thinking that the games 
would sell themselves at £2.00. | 

AA them Aran shows isa Bolo 

a few in simple packagin 

thought was all | needed,” he 

explains, “| had to re-think my 
dba quite earhy on, | de- 

O that single games selling 
for £2,00 wouldn'tdo as wellasa 
package, so | reckoned that put- 
ting more poea on one tape 
would be a better idea and allow 
me to charge more, thus allow- 
ing shops to take a better 
margin.” So the idea for the 

Astrocade  compilation was 

bom. 

Deciding that it was time to 
take the plunge, Stewart took up 
a place on the government's 
Enterprise Allowance Scheme, 
set up to encourage entrepren- 
eurial types who want to go into 
business for themselves, The 
basic deal is, providing you have 
at least £1,000 to invest in a 
project, the govermment will pay 
you £40 a week to live on for a 
year while the enterprise gets 
started. 


76 CRASH May 1986 


“Hs a good job Fm living at | 


home and 
smoke”, St 


dont drink or 


very hard going otherwise. | 
decided | wanted to break into 
the budget software market — | 
think the software industry 
could be killing itself with the 
10 game. Budget software like 
Cascade's 50 Games compila- 
ton, has got to be value for 
money — if you only play each 
"das on à 50 game compilation 
or ten minutes, then you've had 


over q day's solid 
entertainment. 
COMPILATION TIME 


“Idecided to go for six games on 
one aj and set about writin 

them for the ASTROCADE co 

ection. While ! was programm- 
ing | was also sorting out the 
packaging side and so on. Allthe 
time | was learning. finding 
things out for myself. The Emer- 
prise Allowance people don't 
actually give advice about sett- 
ing up a business, but you get 
three free interviews at the 
Business Advice Centre where 
they can help with routine 
matters like accounts, VAT and 


so on. 
“Having decided that | wanted 
a large package for the compila- 
ton, | thought the cardboard 
boxes used by Beyond would be 
great — the problem |! found 
with them is that you need to 
invest at least FB00 in the dies to 
cut the cargdboard and then 
there's the printing costs on top 
of that, Video boxes seemed the 
answer — and it took ages to 
find out who supplied them, 
“The next step was to organ- 
se some inlay artwork and 
screenshots — have you ever 
tried looking in the Yellow Pages 
for an artist? ft doesn't work. 
There are plenty of expensive 
advertising and ro ss dsslii 
around who want hundreds of 
pounds for a simple piece of 
artwork. In the end ! had a chat 
with a lecturer at the local tech 
and found an art student who 


ewart admits a little ul Em 
ruefully, “it would have been 





ASTROCADE € 


did the work for his portfolio as a 
bit of experience really. Then it 
took two weeks to sort out the 
screenshots, because our local 
photographer hadn't got a clue 
about taking snaps off a telly. 


TRUDGE, TRUDGE, 
TRUDGE 


“AM | seemed to be doing was 
trudging round printers and the 
shops trying to get things orga- 
mised, but eventually the pro- 
grams were written and every- 
thing was ready. The product is 
fine — it's distribution that's the 
problem now, which is not what 
! expected. | sent copies ofÉ to 
distributors and chain stores for 
evaluation and most of them 
didn't bother to repiy. Smiths 
want barcoded products, and 
that ll cost another E 100 — the 
problems seem endless. Most 
people want to see large 
advertising  budgets before 
they'I! stock a game il seems. 

“Advertising selis games — a 
good game with no advertising 
gets nowhere at the distribution 
siage it seems, while a grotty 
gare with lots of ad money 

hind' it is likely to do well. 

Sales so far number about à 
hundred units — all achieved by 
Stewart himself trudging round 
loca! computer shops and offer- 
ing a couple of packages at a 
lime on sale or return. Which is 
how Imagine started, all those 
years ago... |s he disillusioned 
having spent E3,000 and still. a 
fair way away from breaking 
even? 


ALL OVER AGAIN 


“No, Pd definitely do it again," is 
the enthusiastic response, “ft is 


Stewart Green of Data Design Systems trios to push his 
E Collection of six games onto the market... 





awioward at times but | thor 
oughly enjoy it. df | did do the 
whole thing again I'd think care- 
fully about a partnership, per- 
haps with someone on the sales 
side. | can see why program- 
mers go for staff jobs with 
software houses now! 

There's more in the pipeline 
from DDS than Astrocade, 
though. Stewart's got several 
ideas underway at the moment, 
including a Play by Mail comp- 
uter game in which up to a 
hundred people with different 
computers could compete with 
each other in a single galaxy, 
“Small companies seem to offer 
the best service in the Play by | 
Mail field”, he explains, “and 
there's still a chance to get in. 
I'm developing a graphics hana- 
ling routine for a Play by Mail 
game at the moment. 

“Em probably one of the last 
of the small software houses 
and may have to go freelance to 
survive soon — vou need a lotof 
money behind you to stay 
independent. People compare 
the software industry with the 
music business, but it's much 
more like making films — you 
have to come up with the plot, 
the music, everything. 

“There isn't much hope for 
small one person businesses in 

ve software market nowa- 
days,” Stewart admits, “If 
everyone else is small, you're | 
okay but I'd think very hard | 
about starting out now. Last 
summer was probably the last 
chance to start out on your 


OWYn. 
“But the whole idea of the 
ASTROCADE collection was to | 
keep me going while Iworkedon 
a larger project. | hope it works 
out. 


So do we. A full review of 
Stewart's six game compilation | 
will appear in the next issue. 





a a o Eme a = ma 


“ONLY THE ERES ARE 


New, from the author of Fighter Pilot... a stunningly realistic helicopter | | 

simulation that puts you in command of an Apache Advanced Attack By DKMARSHALL 
helicopter. You will learn to take off, to land, to manoeuvre and 

locate and destroy enemy tanks using Hellfire anti-tank missiles. 

You willexperience authentic battlefield conditions as you en- 

deavour to carry out your mission and return safely to base. 


“sit bb até c ato Diga Integration Li Pledeo « debit my Actess/Visa card no. 

' ak | heques payabl | | 

Hight Gunnar 48K Edo  lencoseachequePO for Total DIIIIITITIIIIL] 
Fighter Pilot 48H Rei ams Expiry date 


Someone raso ham | PEN RR Pee DIGITAL 
Fighter PD E — | Trosoandêxon INTEGRATION 


Fighter Pilot Cassette 2.5 — ia | OQUE RITO 


Waichmoor Trade Centre, 
AMSTRAD CPC 484 Lifetime Quarantes. Watchmoor Road. 


Fighter Pilot 9 Camberley, Surrey 
Fighter Piloi Disk VAT and p. & p. inclusive within UK (Overseas Inc. 55p. per cassetle) GU15 3AJ 





by Rosetta McLeod 


SOMETHING FOR THE 
GROIVN-UPS TOO 


IFyou are between the ages of3 and 65, Crash Course this month has 
something for you! Usually in this column, the software under 
review is aimed at children and young people, but the two Collins 
Soft programs Entrepreneur and Numbers At Work are specifically 
directed at adults embarking on the business world These are two 
in the Brainpower series of programs which offer the user the scope 
to learn and apply new skills. The adult market is an area which has 
not yet been fully explored by educational software producers, but 
the two programs reviewed here must surely set the standard for 
others to emulate. There must be a large number of learning 
situations applicable to adults, and the structured interactive 
approach of the Collins Soft packages, each of which contains a 
detailed textbook as well as the computer program, provides a 
thorough and comprehensive course 


Producer: Collins Soft 
Retail Price: €14.95 each 


Age range: adult 


tach of these attractive pack 
agES contams a teaching and an 
applications program together 
with a detailed, carefully pacecd 
textbook. Numbers dt Work is 
intended to remove the 'mysti- 
Cistn of maths, so that numer 


| dey can be seen as having praç- 
| Uuoal value in everyday life. A 


| -De able to manipulate numbers 


variety of Eli ulatrons ETÊ DOVE- 
red, from discounts.and interasi 
rates to VAT and PAYÉ. às he 
introduction to the textbook 
says: By the time vou have 
completed this course, vou will 


with the same-skill and dexteriry 
as Salésmen, emplovers and 
oliticians'| 

The first step for the user is to 
work through the tescinno pro 
graim wfiçho ds divided into À 
elements: fractons: ratios and 
próportions; decimais and per 
contages; applvina percentaçes 
E and dl; growth rates: and In 
dices; usetul techniques and the 
summary of ideas, When 
chosen module has been load 
ed, lhe user is referred to the 
approprate chapter im the text- 
book and cam interact with tho 
program by following the infor: 
meton and mstructtons in the 
book, À selt-tiiner bpton 1& 
available, which causes a liming 
device to be presented when- 
ever à question is asked, anda 


à cunmingtalheof the total answer- 
Ling time: is stored in the 
Computer 
The applications program al- 
los the user to apply the skills 
gained in sólving malbermiatical 
problems. An emplover, for 
mstance, using the Salary and 
FAYE module to enter informa 
ton about an emploves's weck 
hy pay and deductions, can oh 
tai montniy and veartly Hgures 
too. The tax and National Insur. 
aTICe used are those: in 
eftect following the 1984 bui- 
gel, but these can easily be 
updated as appropriate, 
Entrepreneur uses the same 
tgaching techniques to help the 
User tum a business idea into a 
business. plan. The first tuo 


Ei = 
BRRS 
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| At last a publisher has succeeded in bringing out packages in 
| which the computer and the textbook have complementa ry roles to 


play, and which are straight-forward and gasy to follow. ft will, 01 
course, take the user quite some time to work through a package, 
but the major advantage is that each user can set the pace, and can 
choose the areas to concentrate on, The programs are constructed 
in such a way that it is easy to see explanations again and again if 
need be, or to “tum the page' to the next section. The facility for 
appiving the knowledge leamed to personal mathematical or 
business problems is particularly relevant, and the user can build Lip 
confidence through increased knowledge. | hope that other pub- 
lishers will take note of, and leam from, these sophisticated 


| packages! 


| mation about lhe financial as 
pects of the proposed enterprise 
Using the information to pro- 
duce momibly cash flow fore 
Casts, à year end balance sheet, 
a profitand loss account, anca 
anaiysis or the results: The 100 
page textbonk outlinas 
turther sources of informations 
such as the Small Firms Service 
and Local Enterprise Agencies, 
and a useful glossary of busi 
Ness jargon' is given in an ap 
pendix. Arvone thinking of sett- 
ingrup inasmall business would 
do well to investin this excellent 


PacrRage. 


COMMENTS 


Control Keys: these are 
Clearly explained both in the 
textbook and on the screen 
Keyboard response: fast 
Use of colour: simple but 
appropriate 

Graphics: clear and 
businessiike 

Generalrating: bothare very 
comprehensive packages 
whuch provide excellent 
value for money. À greai 
deal ofthought and effort 
has obviously gone into their 
preparation, and the end 
result is two sophisticated, 
user-triendly programs 
which |yvould highly 
recommend to anyone 
enterimg the business world 


alses 


Cameron, of Cameron Cars fame works cut much he should 
try to Heece the punter, using Collins Sofr's NUMBERS AT IWORK 


chapters ol the textbook pro: 
voke some hard thinking about 
lne potential of ideas, posing 
questions about the structure 
and general purpose of the pro- 
posed business, the viability of 
the product, the state of the | 
market and so on, The teaching | 
program uses a hypothetical 
small business - selling lobsters 
- d8. à motel to explain funda- 
Ementa! principles of business - 
how to produce balance sheets, 
profit and loss, cash flow; VAT 
and So Om 

Working through the second 
section is likely to take some 
time, but Hd certainly provide a 
solid grounding im busimess 
KUIS, The application program 
sks the user for detailed imtor- 





| 
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PADDINGTON AND 


THE DISAPPEARING INK 


Producer: Collins 
Educational 

Retail Price: £5.95 

Age range: junior schoo! 
pupils 


This pack contians à story book 
and: à programs on the casselto. 
Faddineton: Bear (5, DT Course, 
well-loóved by young children, 


| and they are also bound to enjoy 


| Dry Er nov to set Dut a 


| if the 


some of the computer games. 
Thefirstgame, Letter, shows the 
simple 


letter. After being prompted to 


|tvpe in his or her name, à letter 


io the user trom | Faddington 
appears on the sereer tô give 
demonstrate: the layout, The 
question Do vou know bio 
paragr: aph is7'is then asked and 
response is “No: the pro- 
gram hi ighli tjhts each paragraph 
with a block of colour. The child 
5 then directed step by step 
towards writing a letter, insert- 
ing the home address first Tol- 
loved by the date, After chõos 
ing a satutabiomr - Deal o 
Degrest.. .tistimeto tvpein the 
message, using ENTER to create 


new paragraphs. Yours sincere- 
iv Love, See you or Best Vrishes 


| NO 
| letters. 


| VE Py 


ATVs 


| poSivan el 
| that thergame 


can be used to sign off, or the 
author can conciude with a 
narsonal greeting. The bes 


| timag about Hys program ts lhal 


the childs letter ca h be printed 
out ready to be sentifa printer is 


attached to the computer. 


ja second program, Fype- 
Hurte begins with another 
letter from Paddington Inform 
ing the plaver that this program 
can be used for instant thank- 
and having-a-gosd-time 


Having typed in a home add: 
ress and the date, the child ia 
asked who the letter ds to, ana 
whatthecccasion Is - CLlristmas, 
birthday or other — 1f.a thank- 
vou letter 15 to be writen. Tre 
child must then say whatthe gift 
was, and whether was lovely, 
nós, just what | wanted; 
basutrtu!, such a surprise, O! 
super. The instant letter than 
SOpears OM) the scrbemn rege 
be printec qui if destmed, ro 
children | tried this out with, had 
tremendous fun wilh the pro- 
gram and were delighted mith 
their print-outs: Theycalso-appr- 
polated the humour of the final 
of the program, where an 
amus ing letter from Paddington 
tô his at unit File fullof mistakes, 

E Scree. 

im. afraid that the remaining 
lhrea games inthe pack do not 
measure up to the quality oi 
Letterand Typewiniter. Fosthaste 
moving Paddington 
arpund a street plan morder to 
gethim to a postbox x Ee ore He 
mpties dt. We fbund 
Wes almost im- 
Unless vou bea! the 


nar 


possIDIe. 


van to the fiat posthox. you 
don't seem to be able to caten 
up. 

Wardcheck was voted rather 
boring by the children. This 
Hime, the idea is to. make as 
many words as possible cut of 
name Paddington: Three 
letter avords score One leliaia 
mhite ca word such as padding 
scotes Five. Untortunately, the 


tne 


game (is extrernely slow, and the 
accompanying sound |s enough 
to drive vou madl The final 
program Pery às essentially a 
gedgraphy lesson about the 
countries qf South America. À 
rmãp of thatarea appears show 
ng where Pery and Lima are, 
and then the lena 15 presented 
with three opuons. Hthe Grand 
Tour is chosen, the computer 
hills im ail the South American 


| 


countres on the map, giving 
information om the capital DT 
patch, the language spoken, and 
the population: The One at a 
Time- option allows the child to 
select Tróm a country froma list 
of fourteen, while Quick Quiz 
poses questions onthe informa- 
tion given in the Grand Tour | 
found that children young 
enough to be imerested in 
Faddimgton Bear, were too 
vouna: tor all this geographical 
information. 4 in all though, 
the package 5 well worth buying 
for the first two programs alone, 


COMMENTS 


Control Keys:the 
instructions regarding th 
control keys are simple ind 
very easy to follow 
Keyboard play: very gooa 
except forPosthaste which Is 
far too slow 

Use-of graphics: extremely 
attractive 

Colour: clear and bright 
General rating; Letter and 
Typewriter could be the 
answer to a prayer if your 
child hates writing letters! 
With a printerattached, the 
games provide for hours Of 
fun, and representa 
worthwhile learning 
EXpErence, 


CHEMICAL FORMULAE 


Producer: Eclipse 
Retail Price: £9.95 
Age range: foralllevels of 
chemistry student 


By providing detaded informa- 
Hon-cabout cons, his program 
aligws-the- user to calcuiate the 
formula: for any ong of over 
7,000 different compounds 
usingalistof 136 posiliveand'53 
negative tons, As well as calou- 
latino the formula, the computer 
displays information about each 
jon and about the compound 
calculated. 

When the program Has load 
ed, the menu. provides-the fall 
Ouvir] options: À Cal hispeets à Tor 


mula; Display data on a positive 
or negative jon, Listor print jons 
nel d on file and Lige the pericial IC 
table. This is a data retrievaltype 
of program allowing access tos 
large amount of information. H 
tor instatice, the first opton em 
the menu is selected, the tolo 
ing informations. (5 given: the 
name and Forma a of the com 
pound; lhe name, number, syim- 

bol, valeney, id RAM/RMM of 

the positive negative jon; the 
RMM ofthe compound togelhei 
with its percentage content of 
positive and negative ions. An 
extremely comprehensive book- 
let accompanes the program 
giving detaded instructions on 
ts use and imformation on che 

mical fórmulge. À uselyl gloss- 


The front screen From CHEMICAL FORMULAE, à program 
from Eclipse that should make any chemistry students life 


more Fulfrifine 


amy of chemical terms 5 also 
inclucecl. 

A vast amountof data can be 
accessed in this program; tho 
ugh if seems to me that lis ap: 
peal will be very limited. Its 
otviously aimed at the serious 
studentof chemistry, particular 
4 O and À level púpils as well às 
college students. lis main adv- 
antage, of course, 15 that all tie 
necessary information about the 
ions has been brought together, 
so that the student does no 
have to rescareh the information 
for himself in Books, before 
being able to calculate the 
formulas. 


OTIS 


Control Keys :keptto a 
minimum. The program is 
menu-driven, so thatthe 
pressing of any key 
highlights the option chosen, 
while O confirms the choice 
Keyboard play: very fast 
Use of colour: good 
Graphics: hardly any 
General rating: Of limited 
appeal, though the serrous 
chemistry studentmay findii 
useful 


> 
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INTERMEDIATE 
LEVEL SCIENCE 


Producer: Scisoft 
Hetail Price: £6.95 
Age range: 9- 13 years 


| Thisisoneprogram na range of 
educational sofiware packages 
rom Setsoft and itcontains four 
programs. Bug 18 a type of 
púventure game whera the ob- 
pectis to find thehidden box in 
Mystery Mansion. The box con- 
lains the necessary tequire- 
meris to Keep a rare South 
American bug alive; and às the 
insecimoves around the FOOPAS, 
he player must.ensure that the 
temperature does not rise above 
| 40 degrees centigrade or fall 
| below 30 degrees — the búg 
dies if the temperature FMOVES 
out of thistrange 
As in most adventure games, 
a númber of objects are scatter- 
ed around the locations for use 
atappropriate times. The adven- 
| turegame format is a useful way 
ol providing a context for learn- 
ing. but | toel that in this pró 
gram tha idea does not tully 
suctesd. The Instructions ir the 
accompanving búoklet are ce! 
tanly not easy to follow, and 
INouih the game can be played 
over and over agein with the box 
being hidden ima different place 
| Bach time, do did not fincl the 
game enovable enough to 
stand repetition. 
Plant tollows a similar format 
to Bug using the same Mystery 
Mansion graphies. but this time 
a rare South African plant has to 
be pollinated, H'the plant flowers 
petore pollination, then the res: 
ulting seeds are sterile and the 
speciés dies out, The player has 
O use scientific skol] and know- 


Producer: Argus Press 
Software 

| Retail Price: [7.99 
Age range: 3 and over. 


The five games in this package 
are aimed atencouragina shape 
| Fecognition, In the very YOUNG 
child.. Once the program has 
vaded, the childisiniroduced to 
[our basic shapes - the circle, 
trangle, rectangle and dia: 
mená. The first game Shape 
vbrter, shows-a certain shape 
dppegnino on thescreen, and the 
| Child is asked to identify it. Ship 
Shapes involves droppi nã 
Shapes from a Helicopter onto 
le deck of a ship, and sailina it 
away. In Pattern Mater the chile 
| can move shapes: aroúnel the 
urBen using the kevs SB6ZR 
who in Docgeras, the aim isto 
steer a ship well clear of the 
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edge to get the conditions for 
polination absolutely right. 
Elements. and Organistm are 
both database programs which 
may encourage children to im 
prove their skills of information 
retrigval. Elements, for instance, 
beginswitha menu allowing the 
ollowina options: find all de- 
tails about an elemento list ai 
elements: search tor an ele- 
ment's number. symbol, atomic 
werghi grouportorm; or ask for 
help. The search option altovis 
lhe userto search for an element 
Dy | name, symbol, atom 
weight, group, form or number, 
The booklet contains activity 
sheets 50 that the user is given 
practice im accessing the 
information. 

Ongamism, too, is menu-driven 
amet provides data on verte: 
brates and invertebrates. It is 
possible-to list all the animals, or 
ind out details about a particu- 
ar animal. Again, activityshests 
are included: 

This [53 very comprehensive 
package, welich will help child- 
Fem put Meir sotentific know 
edge to practical use, as well 45 
intróducina them to the skills of 
information retreval. 


COMMENTS 


Control Keys: clearly 
described. In the database 
programs, both upper and 
lower case commands are 
accepted 

Keyboard play: responsive 
Use of colour: attractive 
Graphics: clear 

General rating: good value 
for money 


Shapes which appear in jts path 
So that it reaches the safety ol 
the harbour. The final game, 
ónape Maker. draws shapes 


chosen by the chid, Shapes of | 


from. 3 to 30 sides can be 


SCOTSMATHS 


Oniy 10 0utof 12 Cam? SCOTSMATHS is supposed to be for 


the under sevaons! 


Producer: Technol 
Computing 

Hetail Price: £5.95 for 
tape, £7.95 for Microdrive 
Age range: under 7 years 


Scotsmaths is a simple addition 
and subtraction program forthe 
Under 7's, using sound, anima: 
ton and full colour to attraota 
voung chilé's attention, Or one 
half of the screen is used to 
display a sum. using -shapes 
SEares, ciroles and: triangles 
instead offigures. The sum itself 
IS written out on the right hand 
side eg. there are 4 triangles 
and 2 squares. How many sha: 
pes?" When the child keys in the 
COFTECI TESPONSE, a Ppiste is 
added to a picture of a space 
Fotket which is gradually built 
Up, taking off when the serias of 
questions is completed. If the 
player puts in the wrong res 
ponse, a sum appears showing 
lhe-correct answer, 

BI the sums have an answel 


selected, and the name of the 
Snape = tange, decagon etc 

appears at lhe top of the screen 
The shapes may be draw on 
top of each other making an 
atractivo pattern, or the séreen 


inthe range O to 20, and after the 
rocket has taken off, the child is 
told how many questions it took 
to: launch it. The major advant 


| age of this program is the flaxi- 


bility dl allows. By pressing T 
when the fille page is displayed, 
it is possible to select either 
addition or subtraetion sums, 
together with. the maximum 
value of the answer. All inall, 
this 5 a pleasant líttie program 
which children should enjoy, 


COMMENTS 


Control Keys: number keys 
onhy 

Keyboard play: responsive 
Use ofeolour: bright and 
attractive 

Graphics: good 


| General rating: a simple but 


useful litite program which 
helps young children with 
the identification ofshapes 
as well as basig addition and 
subtraction: 


Sorting shapes veith 
Clever Clogs' SHIPSHAPE 


may be cleared tor each mew 
shape, As with all the Clever 
Clogs programs, thisone is very 
attractive and professional 


COMMENTS 


Control Keys: kept as simple 
as possible for lhe very 
voung child. Mainly number 
keys are used. 

Keyboard play: very 
responsive 

Use of colour: bright and 
atiractive 


| Graphics: simple and clear 


General rating: these 
simple, vetattractive 
programs will appeal to the 
re-school child, and should 
reip develop Sh 
recognition skilis in an 
entertalning wav: 


Ê 





CHARITY COMPILATION TAPE 
ALL PROCEEDS GO TO THE 
PRINCE 'S TRUST 


LIGHTNING DISTRIBUTION LTD 
841 HARROW ROAD 
LONDON NW10 
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48K SPECTRUM COMMODORE 64 
PITFALL || ACTIVISION | PITFALLH ACTIVISION 
PSTTRON BEYOND SPACE PILOT 2 ANIROG 
FALL GUY ELITE PSTYTRON BEYOND 
AD ASTRA GARGOYLE | FALL GUY ELITE 
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BLUE MAX U.5. GOLD TALLADEGA U.5. GOLD 
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The people down at Micro 
Power are well pleased that their 
game featuring The Doctor 15 
nom finished. The Doctor? DR 
WHO, of course. To mark the 
DECASON they're offering 
CRASH readers the chance to 
win an expenses-paid trip to 
watch an episode of DAR WHO in 
rehearsal ata BBC Studio, 

in the game, Or Who and the 
Mines of Ferror you have to 
battle against The Master who 
plans to take control of the 
cosmos with the aid of a modi- 
fed Time Instant Replay Unit 
stolen from the Time Lords: The 
Master has set up his laboratory 
on the planet Riju, where the 
rare and wondrous mineral 
Heatonite is mined. The mines 
are patrolled by vicious robotic 
guards and contain incredibly 
powerful beasts,  Madrags, 
which attack any living creature 
they come across, 
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WIN A VISIT TO A TV STUDIO REHEARSAL | 


=: 


Twenty DR WHO packs on offer 


Li = 


The Doctor has been sent to 
Riju by the Time Lords who want 
to recover the TIRU and thwart 
The Masters plans — vour 
mission in the game is to help 
The Doctor in any way you can, 
He has been provided with an 
assistant by the Time Lords 
The Splinx, which is a cat-like 
droid with the power to fetch 
Band carry for its master, The 
aSplinx cannot be detected by the 
security systems that operate in 
the Mines of Terror, so should 


F 


prove immensely useful to the 
Doctor, who is unarmed and 
generally defenceless. 

Micro Power have arranged 
for the winner of this compet- 
ition to visit the BBC studio 
where the TV programme is 
made — the winner will get to 
meet The Doctor in person and 
watch how his TV 
produced. Twenty runners up 


will be consoled by a copy of the 


Micro Power DR' WHO PACK, 


specially assembled for this 


Mark the differences you spot on this picture 
| and complete the entry form: 


SBriBS IS | 


comp and-containing a DR WHO 
TECHNICAL MANUAL which isa 
handbook for Dr Who fans, 
containing details on a whole 
range of the monsters and evil 
beings Dr Who has been up 
against in his travels, as well as 
information on the TARDIS and 
other technological gagetry. The 
DR WHO PACK also contains an 
AS, plastic laminated poster, a T 
ohirt, badge and bookmark-as 
well as a DRIWVHO eraser to take 
you back intime, allowing you to 
correct mistakes! 

To enter the competition, 
vou have to study the two 
pictures Oli has drawn here and 
mark the differences vou find on 
Picture B. Send Picture B to- 
gether with the entry form to 
MINES OF TERROR, CRASH, PO 
BOX 10, LUDLOW, SHROP- 
SHIRE, SYB 1DBtoarrive by 29th 
May and you could be in withthe 
chance of taking a very interest 
ing trip indeed... 
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SPECTRUM / AMSTRAD £7.95 


Mail order or Access telephone orders ES Tel: 0532 458948 
Cheques, P.O.s payable to: Realtime Games Software Ltd., Prospect House, 32 Soversign Strest, Leeds LS 1 4BJ 





Some Strategic 
Retrospection 


With the launch of the 128K Spectrum, several software 
houses have Lpdated popular titles im order to take 
advantage of its extrá memory. Sweevo's Whirled, a single 
Ioad version of The Never Ending Story and a senicalhy 
improved Robin of the Wood were all mentioned in last 
month's CRASH but strategy games manufacturers haver't 
made any moves as yet, With the absence of a standard fast 
storage device, the RAM disk facility provided by Sinclair's 
latest prodigy is just crytng outto be taken advantage of by a 
good, solid wargame, 

A couple of issues ago, | mentioned that the author RT 
Smith was disappointed at having to gloss over some details 
in Desert Rats and last issue's FRONTLINE FORUM contained 


| with Sean Masterson 


a letter from the author of Waterloo about amissions jn his 
game. Both lay the blame on the lack of memory. Now their 
games can be freed of these constraints. Of course, the vast 
majority of Sinclair users will have standard Spectrums and 
to ignore these people would be foolish. But a good strategy 
game could be devised for the 128 that could come in 
multiple load format for the 48K machine. The would really 
be something to look forward to, | 

Having hoped about the future, Vl now pine about the 
past. Good strategy games have been around on the 
Spectrum for longer than many people realise, Yes, longer 
even than Arnhem. CCS and Lothlorien are responsible for 
many of the pioneering titles, being the best established 
purveyors of such material, but others have made their 
mark. How many people remember the ill-fated Red Shift, for 
instance? Nobody? Never mind, it'll all come back to you 
when you start reading the next bit. 

The time has come to look back at some oldies, you see. 
There are two reasons for this. One is that ri's AN Quieton the 
Strategy Front this month. The second is in no way 
connected with the fact that the spilcy Mr Kidd threatened to 
impale me-on his haircut unless | did something a little 
diterent — and he wasn'ttoo plessed about my suggestions 
tor outlining sean Mastersons Strip Diplomaocy in these 
hallowed pages. 

So, here is the first part of a trip down memory minetield. 
Come up witha theme,' Graeme said. Well now, they're all 

They are all personal favourites as well, though some 
of them may no longer be in the shops. Shame on you any 
of these are gathering dust on your shelf. They are all good 
for a few games vet. So here's a Part One of a personal 
Strategy CRASHback... 
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Dear Sir, 
At last, I've discovered strategy 
wargames via an excellent 
ame, Arnhem from CCS. I've 
n playing the game solidly 
for hours on end. |wonder if this 
game is typical of war/strategy 
games in terms of quality and 
content? a 
For the last half hour, I've been 
| reading through old magazines 
in search of 
comments on wargames but 
surprisinaly, only CRASH has a 
regular wargame column. Why 
is this? If Amhem is a typical 
example, these games certainly 
deserve more exposure. After 
reading through last month's 
FRONTLINE, I've decided to buy 
Desert Rats as soon as is 
financially possible — it looks 
| very interesting. À friend has 


Hour so I'm looking forward to 
Playing it extensively. 

Finally, I'd be very grateful if 
vou could recommend a few top 
quality wargames as i'm very 
new to this type of game. 
Couldn't you extend your 
column? 

t Paine, 


Rye, East 


To be honest— no, ârnhem isn't 
a typical wargame. 98% of 
anything is rubbish as an old 
friend of mine used to say. Em 
afraid! the same goes for 
| wargaming. There's a lot of 
dross out there. | can't answer 
for other magazines" editorial 
policies but | agree that 
wargaming should be a more 
prominent part of gaming in 
general. In the States, it's almost 
impossible to successfully 
market any game that lacks at 
least the fundamenta! 
components of strategy. But 
there, the market is dilterent 
from ours. Strategy games 
cannot be revi next to 
'normal" games and judged by 
the same eriteria as by 


Once again it's time to riffle through the FRONTLINE 
postbag and sort out a few literary gems that deserve 
a wider audience. Still no strategy tips or POKES 
worth de fis though. Candy's going to keep his 
monopoly if you lot don't get down to the postbox 

| S00N... 
































Dear Sean, 

| have a large number of 
wargames in my collection, 
“including Arnhem, The Bulge 
and Waterloo. By far the best of 
these is Amhbem. lt came into the 
shops one month before you 
reviewed it but lhad to order the 
other two. Are Lothlorien afraid 
that wargames won't sell in 


ou mention for the Spectrum. 

hese should be available 
shortly and Nil be reviewing 
them as soon as possible. The 
problem with a wargames chart 
is that so little is releaseg, ft 
would hardly change over the 
course of a year or 50. Anyway. 
are charts really that important? 
Personally, | think they can show 














































towns like Liandudno? bad games as well as good and definition, they are a different 
Why is CCS's new game | are of no real use ai al. breed of game altogether. Im 
Desert Rats priced at £9.95 when | However, if enough people “just glad that CRASH saw the 





Armhem was only £8,95? Are 

“ECS trying to squeeze another 
und out of us wargamers? 

astly, are Theatre Europe and 

Battle of Britain coming out for 

the Spectrum? 

tan Harrison, Liandudno, Wales 


disagree... wisdom in sd a strategy 
column for, if nothing else, 1Ês 
given me a job | enjoy (and yes, 
the column will expand given 
timel. 
As for toD quality dig ou 
already have one. Desert Rats 
should be your next objeciive. 


SM 


PS Why not start a wargames 
chart? 


You know how to fit a lot of 
questions into a small space 
don't you? Of course, the fact 
that you had to order two of your 
games isn'tso much a reflection 
on Lothlorien as on your loca! 
stockist He decides what the 
shap will carry as stock, not the 
software house. Encourage him 
to get in the kind of games you 
“want to buy. Most software 
stockists will order an individual 
title but if you convince him, he 
may decide to carry wargames 
anyway. To be fair to CES, 
Amhem fmhich | never 
reviewed. incidentally) isn't on 
the same scale as Desert Rats, 
The latter is a much bigger game 
and believe me, it's worth the 
extra quid. 

ás far as | know, P55 are | | 
intending to release the games | VE 
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recently bought Their Finest | 


| heiped 


Lothlorign's The Bulge Waterloo 
and Austerlitz are allexcellent as 
well, For a hybrid adventureT 
stra tegy É ame, try the Electronic 
Pencil Company's superiative 
version of The Fourth Protocol, 
Whatever you decide on, enjoy 
the hobby. SM 


Dear Sean, 


In the latest issue of CRASH, you | 
mention that the original D&D | 


was by Gvgax and Ameson. 
Well I'm just curious but Ive 
only ever heard of Gygax and 
I've been playing the game for 
three years. So who is this 
Areson? 

| write my own programs to 
supplement myrole as a referes. 


' These can create creatures at 


random (complete with full stats 
of course), characters of various 
races, classes and levels of 
experience and [Em currenthy 
working on a designer which 
will allow the creation of a fully 
ço dungeon. Why not 
a 


ture such programs (not| 


necessarily mine) in your pages 


If sou a that side of the 
hobby is worth covering? 
Alex m, Crewe, Cheshire 


First things first, Dave Arneson 
was Gygax's collesgue and 
im set up Tactical 
Studies Rules [now just known 
as TSA). Both men worked on 
the origina! version of D&D. 
Reprinted boxed sets of this 

ame still credit both authors. 

owever, after differences, both 
persona! and h 


Ameson left TSR and only 


received full credit for his. 


gariest involvement with the 
company when he was 
honoured at one of the big 
Ametican games conventions a 
couple of years ago. | 

to your point about 
statistics É rograms, 
FRONTLINE would tollow the 
policy in the rest of CRASH and 
listings therefore would not be 


printed. We would be interested | 


in fooking at home-produced 
software, however, so why not 
send your programs in folks? 
There are some professionally 


released programs of this lype | 


and it would be interesting to 
deal with them in a future issue. 
Watch this space... 


SM | 


Well that's it. | can take a rest for 
another month. While 
really think any of our 
correspondents this montn 
really deserve E20 worth of 
software — Fm in a generous 
mood. Graeme won't bar me 
from the tea hut H | offer 
who wrote im this 


EvErvÓOrE 


ra T shin, so Aunte Aggla | 


E im touçh with you three 
guys soon! Well done 
à Feel free to write aboui 
| anything on your mind — well, 
not quite anything 
understand; just the Kind ofstufl 


De 


To] 
pita 


Em waiting to gv 

worth of-software to é 

writer or star strategy dpsLer 
Send your worthy offerings to 
THE FRONTLINE FORUM, PO 
BOX 10, 
SHROPSHIRE, 5YB 1DB, 
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rofessional, | 


dorm 1 | 


LUDLONY, E 
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a e A A A 


ELLIS PT 


TI CAT yr ATE 
DE SHRASAANE: De CORRS É E RARE 

do THE TRIM] DE SEDIA STEMUS, THE FRACO 

É: COMER . BEL BARRER HAD A SXER A 
WEE ,..o MD A PRELTICE ON! MS STEVE FRUGER 


E a X É MAE. fa 


— EE 


e mm! SOME CONTEST! AND TE LO 
GER TD EXPIRE UMA! HS COMBE. cent 
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qet?|s has often been said before, the games software 






ME ustry. Leaving aside the connoisseur's direct metal 
a imastered LP discs, and the new technology-priced 

à compact discs, the perua music LP has found its 
TM pricing niche in the E4-£6 range. Above the six 
R4 pounds mark the product begins to meet consumer 
oresistance: within the mind of every potential pop 


value-for-money readout working on the figures of pocket money/ 
d income and the real worth of bass guitars, leads, snares 
high-hats syncopated into some sort of harmony. 

In case, as a young pop consumer, you think the above pretty 
obvious, it might be worth putting a historical perspective on this 
by pointing out the LPs dogged persistence for keeping its token 
value pegged at the £5 mark since 1976, a date from which inflation 
spring-boarded. This pegging of the price was not done without 


some modifications and cost-cutting, most noticably a quinta e | 
e 


the plastic and a reduction in quality which meant people 

myself buying three records at a time in the sure knowledge that at 

least one of them would be a bad pressing. | ; 
Now let's have a look at what's been happening in software in 


THE DOOMS 
PAPERS 


Producer: Matand 
Price: £2.95 
Author: Matthew Holmes 





The year is 3050, the planet Alfa- 
Ren, the inhabitants human. | 
Earth is no more than a dead, 
desolate rock floating in space. 
Just before the war between the 
superpowers a few thousand 
people were sent to a planet 


called Ala-Ren. Among these 


ple were scientists, doctors 
and all the other professions 
needed to sustain life on a new 
planet. The biggest mistake in 
selecting these people was 
choosing a Professor Deemus, 
an evil, insane, but clever man 


set on ruling Alfa-Ren or des- 
troving it in the process. With a 


PANDER 





K EN Sa TU 


rid has much in common with the music ind- | 


Nipurchaser is a set of scales which comes out witha | 
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1985. Figures show that Spectrum software sales are way ahead of | 


those for Commodore. The BBC and C16 markets are much smaller 
than the two big boys but are significant, while the third biggest, 
Amstrad, is continuing to improve and catch up. The most suc- 
cessful company in terms of units sold was Mastertronic followed 
by US Gokd and Ocean. Since US Gold and Ocean are in reality the 
same stable you might take them combined to be the greatest force 


in software. 


Mastertronic are famed for their cheap software selling in 
sao and petrol stations, though their £2.99 range has 
recently appeared in the high street multiple stores and is fast 
gaining a respectability previously thought beyond the budget 
game. The US Gold and Ocean group are famed for their top quality 
games selling at the seven and eight pounds mark. To confuse 
matters, rumours abound of both groups each planning to release 
games in the other's domain. 

A software house makes far less profit, after paying product costs 
and royalties, on a aan gun when compared to the margin on à 
fulk-priced product. À c 
more to make the same profit as a full-priced game. But the more 
gba game needs advertising and involves a greater risk — 
ki 


s aren't going to part with eight pounds on a whim. Clearly there | 


are many pros and cons to full- and budget- priced software but 
what I'd like to suggest is a price for software which will encourage 


both high consumer sales (with reduced copying), and quaray | 


programs. This figure | believe is somewhere around the 
pounds mark, much the same as record prices. 
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ap game has to sell eight to nine times | 









bomb which would destroy half 
the planet if it exploded, and 
leave the other half slowly dy- 
“Ing, the professor represented a 
rave threat to the inhabitants of 
“Ren should he have ever 
contemplated the unthinkable. 
rofessor Deemus ends up 
doing the unthinkable, deton- 














| southern hemisphere, and now 
radiation is encroaching on the 
north. But there is hope. A 
Professor Ferric is perfecting his 


vel back in time to before the 
| catastrophe. Intending to search 
for and find Prof Deemus, he is 
also intent on finding the 


| how to make the bomb, secretly 
stolen by the madman. Profes- 
sor Ferric is way overdue ret- 
urming from à trip back in time 
and you, his assistant, take it 
upon yourself to travel back in 
| time before it is too late. 
— The Doomsday Papers is one 
of the better programs reviewed 
this month. It has chosen one of 
my favourite solutions to the 
memory problem; it has decid- 
ed upon a few eu uent quality 
raphics. | like this answer 
cause you can genuinely look 
forward to each new graphic, as 
much a highlight to an adven- 
ture as i5 à goal in a football 
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ates his bomb destroying the 


time machine. He hopes to tra- | 


Doomsday Papers, the work of | 
some top scientists detailing | 


match. The game has a reason- | 





| Atmosphere 


ably friendly vocabulary (let 
down by the ridiculously narrow 
worded solution to the pile of 


|rubbish problem), some super 


little sounds, and merrily rolls 
on, poape a little too easily, 
e of the ways in which you 

advance are just a bit too arbi- 
trary for my liking, for example, 

ing down a hole you irá 
out of it to find yourself in 
totally new location — simply bo 
falling and getting out of a hole. 

Matand Software will sell by 
mail order in the first instance. 

wey can be contacted at 29 
pisada dd o Mickleover, 
Derby DE3 5FX 


| briefed 


COMMENTS 





Difficulty: easy 

Graphics: quite good ' 
Presentation: okay (Spectrum 
capitais) 

Input facility: verb/noun 


Response: Quill 
General rating: quite good 


e ad 


dietive quality 
Overall 


MIL | | 
HI dA 
N II | 
mm E 
dl) lo 
4 | 
| E HI 1 


Ei 


” ' 
ma | E 


ii gi 
q 
o o 


ll 
| E , 
e N 


ts 


Authors: G Fong, K 


a) a (CT) o] DO 





H|) 
DM RO 
Ii IH | 
0] | 
|] 1] HI 
HI 
Il ti 
a o | | 
| 
| 








PRELUDE/ 
ANTTEROO 


: room is the CO's offico, a 
Porque: Central modestiy  decorated place 
| dominated by a large desk and 

Price: £3.99 chair in the centre ofthe room. À 


portrait of the gaffer himself 





glares down from one of the 
Murray walls. To the south is the CO's 
secretary. She asks if you have 
Prelude's story goes like this. 
Your mission begins in a brief- 
ing room som gre in south- 






east England. You have been 
Y your commanding 
officer and must now fulfill your 
vital mission. pe: 
To the east of the briefing J e 

























seen the CO and of course the 
answer is that you haven't. An 
open door lies to the north while 
the main doors which will pre- 
sumably get you out of these 
first three locations are to the 
east. Now the problem is (and | 
you've been given the salient 
points to mull over) is how to get 
outofthe main doors tó the east 
| Of'the secretary's room without 
“the following report coming up 
The secretary follows you out, 
| Youfeela sharp stabbing pain in 
your back. As you lie on the floor 
dying you decide never to trust a 
woman Sa lespecially Ger- 
man ones!!. The only clue that | 
dare profler is if you hang 
around in the secretary's office 
for a while she comments on not 
feeling very well, the inference 
being that all the noise has given 
her a headache. This clue really 
won't be much help until you'ré 
onto the solution anyway so | 
don't think I'm giving too much 
away. 

Later on you meet a radar 
tower, what appears to be an 
aircraft runway, and a stores 
department where | am sure 
there must be a way past the 
wire mesh above the counter. 

Antteroo is an arcade game 
written in 1985 which, consider- 

he lá e age of some of the 
| are reviewed this month, is 
rabeta bang-up-to-date. 

fortunately many of the pro- 
piedade techniques are wos- 

Ihy ancient with jerky character 
movement replacing the very 
|| | smooth scrolling which typifies 

| the 1986 game. Further the | 
animation is primitive in the 
extreme with the only notice- | 
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Marvel Super Herves a! the same time, and rescue 
Alicia Masters from the grip of the evil 


CASS E9.95 


DISK ONLY E14.95 


BBC/ELECTRON (TEXT ONLY) CASS ONLY E7.95. 


DISK E 14,95 
DISK Er495 


SPECTRUM 48K 


CBM 64 
AMSTRAD 


dede de de rd 


ERA 


rol 


ol 


the art of adventure writing. you have to contro 


The Thing and The Human 


Dr Doom? 


Torch in their mission, set by 


ams, the undisputed m 
the Chief Examirier to rescue Alicia Masters from 


Com you control-the awesome pomers 


ln this tha Uhird of the highly aclalmed Questprobe 


sasfes written by Scott Ac 


the emvil terror of Dr Boom. 








able change being from a right- 
facing character to a left-facing 








one. Also, for my liking at least, 
the second frame jumps in dif- 
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COMMANDO / 
OPERATION 


TURTLE 


Producer: Double Play 
Price: £1.99 

Author: P Robinson, E 
Graham 





Here we have Quilled games 
dating way back to 1984. Both 
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look ve 
talthough only one, Operation 
Furile, 15 actually dated) with 
| unimaginative and uninterest- 
| ing storylines and the kind of 
flat-footedness which 
you wondering when it will end. 


much dated products 


leaves 


Commando's story goes like 





Ec souén YOU are Bow 
SUsSpended beneath qoil pg 
rt: above Prenên soar de 
Bafety, but TEe OU have Landed 
E | | a Tachute , 
EO opan dn)? Mor aa Pas 
Eocferore Landes mama Bi tas 
E td 4 a Fid 15 HER a CL [a t de str Ou E d 
É “ Lt po "pe "o pm 
FS AG contácr the cos e: 
Eovement às Soon Disbiinia ag 
Ferr contar | 2 Bam 
EST AL OM 
Eta | Emi: 
hay 
Pears 
Ses. 


ficulty far too much when corm- | 
red to the relatively easy first |! 
me. 















Difficulty: pretty difficult 

Graphics: average but fast 
e : okay 

Input cg 5 verb/noun 


Response: Quill 

General rating: two very 
average games for an average 
price 


Atmosphere 6 
Vocabulary 5 
ic 6 
ictive quality : 





button, which seems to do the | 
trick. Doing this leads you onto a 
dinghy which, after much expl- 
oring of the local waters and 
Cliffs leads you on to the beach. 
Commando is a game with short 
location descriptions which isso 
uncooperative tt may leave you 
short of patience. 

Oeration Turtle starts with 
quite a weeze even before it's | 
fully loaded. The common 
Double Play loading screen is 
replaced with the one for Opera- 
ton Turtle and immediately 
wiped off once you've waited for 
the screen to load. The fact that 
the loading screen is poor (and 


this. You belong to an elite Com- 
mando unit, but you have been 
given a mission that entails you 
working alone in enemy terri- 
tory. You have to find a list of 
enemy agents and return with it, 
o toa agents can be apprehen- 


You begin in a submerged 
submarine where you can see a 
button, a gun, gauges and little 
else for now at least, since you 
can explore no more of the sub- 
marine. Since examining the 
gauges brings up “| see nothing 
special” (as does examining just 
about everything) there seems 
nothing left to do but press the 






























Rita 
TERRE 





simply the attributes of the first 
screen) |s neither here nor there 
— after waiting for so long to ses 
the screen it would have been 
courteous to at least give the 
player some time to see it. The 
eventual screen left for loading 
simply has 'Opertation Turtle 
written on it. So much for 
amateurishness and let's look at 
the story line. 

His ober 1943, You have 
been briefed by British Intelli- 
gence using recent reports from 
units of the French Resistance. 
These communiques suggest 
the Germans are to develop a 
secret weapon that could 





| nately, the accompanving 
chute carrying your radio 


Atmosphere 


eventually lead to the invasion 


of Britain, Although the region in | 


which the research is taking 
lace is known few other details 
ave as vet filtered through. As 


| the adventure begins you, as a 


top British agent, are gently 
floating down behind enem 
lines in occupied France wi 

orders to discover the exact 
whereabouts of the enemy's 
most leathal weapon and to 
report back with the vital infor- 
mation. Within minutes you 
have landed safely in a small 
figld surrounded by trees in the 
first frame of the game. Unfortu- 
ra- 
led 
to open and the radio therefore 


- hes some miles away and is no | 
" Coubt destroyed in any case. 


Your orders are to contact the 
resistance movement as quickly 


as possible. The contact arran- 


tô meet you will respond to 

the phrases “October 
blow from the gast' and 'In Paris 
the winds blow from the south'. 
Operation Turtle plays in a 
very predictably manner. After 
wandering around for a few loc- 
ations, racterised by your 


inability to do or examine anvy- | 


thing. you are surrounded by 
Germans with fierce snarling 
hounds. This leads to You arein 
a white room furnigshed only 
with a single bed. The door is of 
heavy steel and a panel of 
buttons indicates that it is eleç- 
tronicalhy operated. Now I'm 
not saying the Germans didn't 
have electronically operated 
doors in occupied France. What | 
am saying is that it seems very 
unlikely, Once again we have a 
game written way back in 1984. 


COMMENTS 


COMMANDO 





" Difficulty: made difficult by its 


unfrigndliness 

Graphics: there ain'tany 
entation: very average 
sd É verb/noun 
Response: Quill 

General rating: nothing new 


Vocabulary 

ic 
Addictive qualit 
Overall e 


Difficulty: difficult 
Graphics: none 
Presentation: poor 
Input facility: verb/noun 


General rating: hackneyed and 
ing its age 
Atmosphere 6 
Vocabulary 5 
ic 5) 
ictive Quality 5 
5 


winds | É 





Producer: Atlantis 
Price: £1.99 

Author: D Liddle & J 
Kesson 


| Now here's a bit of culture for 

you. There was this geezer, who 
may well have been blind, sit- 
ting around on a Greek island in 
about 800 BC, chronicling the 
kind of tales that led to those 
| Spectacular monster films with 
| hideous sea creatures and 
| Winged horses, and the gods 
above playing animated chess 
with the heroes. Well, that 
geezer was Homer, and even if 
some of the monsters may well 


lation, the stories are stilla super 
base for an adventure. 

The story here centres around 
the Greek hero Odysseus's ret- 
um from the fall of Troy to his 
homeland of ItHaca, the smallest 
of the lonian Islands in the 
lonian Sea. Odysseus was noted 
for his ih and ingenuity 
which helped the Greeks win the 
battle of Troy. His ten year return 
home was fraught with danger 
and he could only win his wife 
Penelope after killing her 
surtors. 

The game begins with a very 
pleasant tune and a reference to 
a Beowolf which transpires to 


rd 


RETURNTOITHACA 


mg words or stressing parts 


have beena figmentofthetrans- ||] 






































be an anonymous Old English 
epic poem notable for its start- 






beginning with the same letter. 
There are graphics in this adven- 
ture and the first picture show- 
ing your Greek sailing vessel is 
decorative enough. The first 
frame is of the “you ain't gonna 

et any further Reu vo solved 
this one” type. “You are on a 
beach along which are lit numer- 
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| with a giant woo 


pr — 
Ê Paes, o] j o 
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| ous signal fires. To the northcan 


seen-a city engulfed in flame 
n horse rear- 
ing its head above the conflagra- 
tion, À short sword lies in a fire 
and you clearly aren't going to 
get it until the fire is out. Board- 
ing the galley is perhaps a líttle 
exaciing and is an early sign of 
the not-so-friendly vocabulary 
ahead, The EXAMINE command 
is also far from friendly and in- 
variably fires out an “| can't with 
a mind-munhbing lack of origin- 


no ; 
ne highly entertaining “| 
cant greets your first attemptto | 


leave the shore in your ship; the 
game wastes little time or effort 
grming prompts. Giving some 


nautical thought to your predie- | 


ament should see you set sail for 
the first encounter where a lack 
of nautical awareness might 


make ityour last. Your first desti- | 
nation is the Libyan promontory | 


of Lotophagi, the land of the 
Lotus-gaters. This land bears the 
fruit of the lotus, a stoneless, 
safiron-coloured fruit about the 


| sizeofa bean. lthas the property 


of making those who have tast- 
ed it lose their memory. 11 now 
tell you that some decribed the 
fruit as a kind of apple from 


| which a heavy cider was brewed 


you'll see what | mean about the 
essence of these old works get- 
ting messed around in the trans- 
lation. There's a curious bit in 
the first area visited where you 
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pick up the coconut and this is 
acknowledged by sticking the 
maze. picture of the forest up 
onto the screen, otherwise it's a 


- straightforward case of picking 
up the goodies and heading 
back to the ship. Once the nauti- 
cal nacks learned in the first inst- 





ance are adhered to zipping 
from one area or island to an- 
other is perfecthy feasible right | 
up to the fifth destination, the 
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addition to the curiously aca- | 
| -dermic Mrs Birch there's the daft 
Mr Puce who mutters “Heh man, 
| just got to get some flowers' 
into my 'stilk-lite' and a Miss 
Curvey who says 'Non intres in 
judiciurn cum servo tuo, 
Domine”. Even uneducated 
types will immediately jump to 
some crude translation like “HI 
spare you detention if you get | 
out like what | did with the help | 
of my Latin made slightly less 
| difficut and obscure book. 
Meanwhile George the Janitor is 
forever asking for his shovel and 
Savotty Noall, the brainiest girlin 
the school, asks "Hi stupio, got 
any sweets?' 

e arcade game on the flip- 
side is called Dungeon Dare | 
where the object of the game is 
to collect 46 keys scattered 
about a dungeon. Your energy is 
sapped if you go too near or 
touch a monster but energy pills 
revitalise yOU. Some screens of 
the dungeon allow left, right and 
up and down movements while 
the platform screens allow left 
and right only. The curious mix- | 
ture of four-directional and plat- 
form screens can be confusing 
at first. You are given three lives, 
an energy bar to show how near 
death you are, and time and 
score. Às arcade games go this 
one is very simple, which is not 


|CLASSROOM 
|CHAOS/ 
DUNGEON DARE 


Producer: Central 
Solutions 

Price: E3.99 

Author: Dave Watson, 
Richard Wright 





shores of Aeaea. Beyond here 
are two large rocks representing 
tha fates of the whiripool of 
Charybdis and the six-headed 
monster, la, 

| personally found Return to 
ithaca interesting as | have 
always been fascinated by 
Gree mythology. Ancient 
Greece was à time of real heroes 
and the enthralling mix of other- 
woridy events and ghastly, 
hideous creatures makes both 
compelling book reading and 
adventure playing. The progra- 
mming behind this game turns 
putto be not as sophisticated as 
itmight but the theme is enough 
tokeep the player's interest. 


just seen a Gatekeeper and is 
offering £1 to the pupil who can 
catch it. Now a Gatekeeper is not 
the school janitor. No, it turns 
“outto be any of several Eurasian 
butterflies of the genus Pyronia 
especially a species having 
brown-bordered orange wings 
“with a blackwhite evespot on 
each forewing. | see. 

Before you can get into the act 
of getting the butterfiy you will 
no doubt be accosted by some 
pain-in-the-neck like Mrs Birch 
who will pose some incredibly 
difficult question like When was 
the battle of Bannockburn"? The 
teacher looks pretty angry so 
you shoot out the answer which 
Sa Brrrr . ., exactly, You'te 
given four attempts at the im- 
possible after which you are 
slung into the adjustment unit 
where time seems to stand still 
and so does the program for a 


































H for no other reason this soft- 
ware is notable for its price; 
somewhere between the real 
cheapie at £1,99 and the full 
blown effort clocking in around 
the seven or eight pounds mark. 
| offers a graphic adventure on 
| one side and a very simple 
arcade on the other. Neither are 
of particularty high quality and | 
aa iave pa ba Logo 
f ITS CO ave been offered for a 
COMMENTS sum slightly less than that asked 
| for. The adventure is reasonably 
interesting due mainly to its 
eme — schools are naturally 






Difficulty: moderate, = rhaps 


difficultwithouta bookon Greek | a musing and the average school | few moments. On your retumto | necessarily a bad thing, and it 

mytholoay day is familiar to everyone. the game proper the program | does at least have smoothly 

Graphics: average for a cheap You kick off on a rugby field | rather cleverly insists that you | scrolling sprites which is more 
ENTE! 


| answer this same question 
rather than some other like Who 

inted the Laughing Cavalier? 
t's about now when you decide 
to get up from the computer and 
dig out an encyclopedia to find 


than | can say about another 
arcade type game reviewed his 
month. 

Classroom Chaos | found tobe 
a very entertaining adventure, 
lts theme is a pleasant and 


following a very simple intro 
tunes. East takes you to a cricket 
pitch and west takes you some- 
where completely different; so 
much for e panil vor is 
trying to recreate that sense of 


Input é Ny: sor 

put facility: verb/noun 
ei Quill response 
General rating: not bad 





| Atmosph ere 7 | being lost which is part of all | out all about the battle where | refreshing change to menster- | 
Vocabulary E school careers until sense | Robert the Bruce won a famous | bashing and it creates a believ- 
rés 7 begins to surface around fifth | victory over the English. able caricature of a school. k 
ic s | form? At the first stairwell loopy The usual batch of loopy | uses the Spectrum character set 
dictive quality Tl Mr Hollyhock rushes up to tell | eccentrics who pass as schõol- | (both capital and lower case) 
Overall 7 | you of some great news. He's | teachers inhabit this school. In | and has a glaring white back- 
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| Producer: Pocket Money 
Software | 
| Price: Very cheap! 
Author: Dave Walls 


| Rifts of Time is a real cheapie, 
| liar d | have no documentat- 
ion with these games this time | 
assume they still retail at 99p or 
thereabouts, |-say “these games” 
because | was sent a whole wad 
of cheapies, either by them- 
selves or with another such on a 
| cassette marked “Double Play”. 
This month more than ever a 
load of games have been dump- 
ed in my lap with no help orhint 
sheets which is bad enough, but 
worse many don't even tell me 
how much the games will retail 
for. If you're confused so am |, 
| but let's for the time bein 
assume one or two of these will 
end up in the shops and have a 
look at the best of them. 
The blurbon this one goes like 
this. kt is said that, in an un- 







ground on a colour TV but over- | Presentation: fair 
all the presentation is lively and | Input facility: 















colourtul. Not bad for £3.99, “brebdação A dim there É three 

Response: Quill relics of great power. You must 

General rating: entertaining command me throughout my 

quest in gaining those relics and 

COMMENTS Atmosphere 8 taking them through a time 

“ V b rtá! to the God named Odin. 

ocabulary É ut ben, it is ai an easy 

crê IC quest for there are evil creatures 
Difficulty: que E 

| Gra read Si bi Addictive quality 7 | who will do their utmost to 

butefective. | | Overall 7 | destroy you. All commands can 





be shortened to their first four 
letters and mid-points, such as 
NE and SW, are accepted. The 
first frame goes like this: [am 









Treme ess do 
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0 
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Co e qe. mn endosso mor e date App mm DARE) bo cp O cab e 
Rar mm mem = Pg = a == q o 


TRAP game 
nas Atmosphere 8. 

ko O € AEE CENA n o Vocabulary E) 
E aço E a pn EE PRRSRI O o — A Logic 7 

| e RR hr | “ PES RN om E NT cap LTD DR FER Addict tive quality 7 
| | Overall E) 
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RIFTS OF TIME 


who can't eta you a wish. What 
| 
find out. 





Difficulty: easy 
Graphics: none 
Presenta 


Input facilit : verb/noun 
Response: Quill (immediate) 






desid for the night in a ran- 
Sacked, dirty hut when a small 
winged humanoid with pointed 
Bars enters. He says, “Good 
Evening, | am Dave the sprite. | 
have been commanded to help 
you inyour quest. Dave is a kind | 
of pet who accormpanies you on 
your adventures, 

Rifts of Time isn't such a bad 
adventure for the price, conside- 
nao was written way back in 
1384. Exits and objects are clear- 
Y marked in a manner typical of 

uillsd games and the humour 
developed around vour com- 
panion Dave keeps you going 
through the trickiest moments. 
Most of the time Dave comes out 
with some amusimg comments 
which, unlike many a poorer 
game, make sense and are 
appropriate to the situation in 
which you find yourself. The 
game is potted with many a fine 
and endearing character (some 
from Dungeons & Dragons) 
such as a pio fe ca water 
dragon, a beautiful tree-nymph 
named Dryad who gives you a 
silver-banded black rod without 
which you will perish in the 
woods, and a pot-belliad genie 


use he is, if any, Il leave you to | 


COMMENTS 


tion: Spectrum text 


| rating: a good 1984 
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A brand new utility | ARTSTUDIO has been living the 


- ! high life amongst the latest crop 
arrived in the office, | of grawing ulíis it aserned. 
É Co ing could really | | 
nad om po REY | gleganeo and onoo af use, pl 
had some fun nora O Hrties and up to 
software technology 
Ter i F, Now a program from a rela- 
ROMANO things round tivehy anne software house 
his Spectrum Ss has ellen PR a pl * Edi 
ga very position. ANIMATOR from 
sereen... Softcat Micros claims to be the 
THE ANIMATOR ultimate graphics development 
er tool for programmers and art 
from Softcat Micros: ists. In one fell swoop it brushes 


| aside the fancy icon-come- 
window technique and makes 
use of the fashionable 
mouse complete 
Can it be that ART STUDIO has 
been so quickly dethroned? 


ON SCREEN 


| which are all Terror Pd 


This is equiva 
redundant. | 








THE INGREDIENTS 


ANIMATOR? was originally 
designed as an up to date sprite 
designer as opposed to the 
many programs currently on the 
market such as ART STUDIO, 
THE ARTIST and AMX ART, 


designers. ANIMATO pro- 
vides a sprite window for your 
sprite designs which can be set 
to any size. Using the Sprite 
Menu the sprites can be design- 
mated ligo this window. 
the defu St PAINT, apóia a 
he n - program 
Procom and its subs 
derivations such as PAINT 
and SCREEN DESIGNER from 





Twro Tone Woman. An artistico creation lo 


dumped to a 
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driver pr 


| sketch pad, so individual frame 


| cating the relevant sprite num- 


uent | 
us 


| Belzi 


"available, 





| ness, the Z shift the fine serolis 
of the 


Print'n'Plotter, but ANIMATOR? 
is far more flexible. 

Any sprite size can be selected 
and the number of frames is 
limited onhy by the size of 
memory in combination with 
the size of your sprite(s). Sprites 
can be saved in BASIC or mach- 
ine code format, and the BASIC 
! ram is unprotected 
and “hackable'. The whole ser- | 
gen can be used as a sprite | 



























7 can be drawn side by side 
and saved individually by speci- 
fying the sprite number. Anim- 
ation is accomplished by indi- 


5 to appear in the sequence 
and the sprite action can roll. 

With its wealth of facilities and 
functions, ANIMATOR? is also 
ideal as a screen designer. The 
most outstanding aspect is the 
versatile  magnify window, 
which apart from being set on 
and off displays any part of the 
screen and can be relocated 
anywhere 'outofthe way' on the 
screen. kt is even active in ani- 
mation mode, so detailed anim- 
ation work can be viewed con- 
current to the normal sprite 
animation. 

For screen design there is an 
amazing amount of facilities. 
Paint brushes, air brushes and 
hatches (textures) can be rede- 
signed, elastic fast'tag, fixed line 
and circle modes are available, 
as well as shade paint capability, 
walk over colour control, 25 
different scroll, rotate and mir- 
rors and stretch and compress- 
ion of the whole screen. 

ANIMATOR? features an 
amazing text print facility. ht 
prints text in any size, shape and | 
angle by eos eo character 
set. The text can be located by 
it and moving it around 
like a brush. | 

Character sets and UDG's can 
be designed together with 
hatches, paint brushes and air 
brushes gb co ti sê Menu. | 
Up to 15K of memory is 


THE RECIPE 
All functions are controlled 
using the keyboard, This means 
memorising all the key se- 
ear necessary to perform 
18 various activities. Full use is 
made of the keyboard shift fac- 
ilíties and the commands are 
grouped by function under the | 
individual shift families”, The V 
shift group controls the magnify 
window ition and active- 


' the screen, the X shift the | 
attribute scroll, rotates and | 


| 
| 
| 
| 


— ——— 













| mirrors, the C shift the course 
screen scroll, rótates and mir- 
rors and the Caps shift group 
contains most of the 
design functions. Brush control 
is also by keyboard with a Q-A 
and O-P cursor. For joystick 
addicts a programmable joy- 
stick interface such as the 

CON is the only escape 
from this keyboard madness. 
New users will be pleased to 
know that apart from the excel- 
RR manual SOFTCAT MICRO'S 

lies an “AT A GLANCE 
| OF S' card for new users in 
despair. 


and general menu), can be 
called up to provide useful info 
on ota Ain lg ur 
problem with using the package 
arises by virtue of the sheer 
number of facilities on offer: it 
wyill uire constant use of 
ANIMATOR1 to remember all 
the command calls. Users of 
Hisoft's DEVPAC will know how 
difficuk it is to familiarise so 
many contro! keys and, despite 
“the logical grouping of ka 

even with frequent use À |- 


memory. Ônce you are familiar 
controls can be operated at 
lightning speed compared to 
any mouse/pulidown menu 


ANIMATOR? provides 
4 graphic | creation modes. 


The DESIGN mode enables 
ANIMATOR? to be customized 
to the user's individual needs. 
Apart from selecting paint- 


and colour, it allows the speed of 
the cursor to be modified (with 
an optional Beep indicator for 

ixel work). The Edit mode uis 

bulous, allowing brushes, 
airbrushes, hatches, character 
sets and UDGs to be redesigned. 
The magnify window, which is 
the draw windows, is positioned 
at the bottom right of the screen 
and using the editor, detail can 
be serolled with the cursor to 
point on the UDG or brush 
pattern to be modified. All the 
pattems and characters are dis- 
played on the screen and can be 
pranto and edited in the sim- 
plest possib 

The LINE “& 4 CIRCLE modes 
provide elastic drawing of lines 
and circles. ANIMATOR? allows 
both ends of a line to be moved 
at the same time for pósitioning. 
Similarily, the circle may be 
moved about for positioning, 
while the diameter may be alt- 
ered. Only when the right size 
and position has been chosen is 
the circle fixed. 

The PRINT mode is uncanny. 


the current character set, may 
be controlled as if à were a 
brush. Using shiftkeys 1,Z and3 
the text may be expanded and 
contracted, squeezed and un- 
rg vertically and horizon- 
tally, and the spacing between 


screen | 


Four help or menu screens | 
(Design, Sprites, Load & Save | 


| MATOR1 is not that easy to use | 
tor somebody with a puny. 


with the keyboard however, the | 


brushes and airbrushes, hatches | 


| Once à string is entered using | 





O 





ECHINICHENTECHONICHEDOTECHONIC 





Shi the Spaceperson is a tiny sprite indeed - at that size you can ft him and 184 similariy sized spríitelets 


into memory. Aote how the text used on screen has been played with — 


tha ANIMATOR | package 


letters expanded and contracted 
horizontally and vertically. The 
variations are staggering and 
text can be made to run at all 


an 

Sor general screen facilities 
everything can be found from 
Clear screens (bit image, attri- 
bute image for screen and spr- 


tively inverses all the sprites in 
memory to provide automatic 
sprite masks), screen inversion, 
screen scrolls, fine amd coarse, 
(bit image, attribute or both), 
horizontal and vertical mirrorin 
as well as the rotation and fill 
routines. 

Neediess to say, extensive 
save and load facilities are pro- 
vided for screens, sprites (indi- 
cating width and depth, first and 
jast sprite number, character 
squares - if used as UDG's -, bit 
or attribute image onhy), char- 
acter sets, UDG's, hatches, bru- 
shes and airbrushes. SAVEing 
cab be done to cassette, Micro- 
drive or Opus Discovery One, 

r Microdrive and disk drive 
hr is an ERASE and CAT faci- 
lity. ANIMATOR! should be able 


to be converted onto other disk | 


drives if there are no memory 
conflicts, as all the save and load 
commands have been left im 
BASIC for easy access. 


THE COOKBOOK 


The manual is excellent with a 
short introduction on how to get 
started, detailed instructions on 
the various drawing modes and 
information on all the menus. À 
chapter of Questions and Ans- 
wers provides some useful hints 


ata 





and tips on applications. The 
ego index and appendix 

the menu screens round off 
di Anote pad and 
the not-to-be-missed control 


| overview card (in short mem- 
 ory-ersatz) 
| package. 


ites), sprite mask creation [effeo- | 


complete the 


BON APPETIT! 
ANIMATOR? is a su 


and screen designer 
screen work there is hardly 


rb sprite 


anything missing. Where it falls | 
| shortis in presentation graphics 


and in a hard print facility for 80 
column dot matrix printers. This 
is not id ese e bag 
clearly intended nim 
practical Hei sobr 
graphics package. Per- 
haps this is where the major 
differences stems between ART 
STUDIO and ANIMATOR1. ANI- 
MATOR? is clearly superior as 
regards to practical screen and 
sprite facilties, but is not as 
attractive as ART STUDIO, On 
the ps hand jeidáidia no dra 
excuse for poor display graph- 
ics. The fear of creating a barrier 
between amateur user and pro 
fessional has in fact uadermined 
the quality of the program itself. 
 certainhy doesn't stimulate the 


F Serious | 


Br in 


just one facility in 


user to make any great artistic 
achievements. | sincerely hope 
pro customers will not 
jump to the wrong conclusions 
on the basis of the (lack) of 
graphic quality. 








ble le with Spectrum ask, PLUS and 128 
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NTECHONICHEDTECHON 


LIMIDI AND THE 
128K SPECTRUM 
An everyday 

story of 
interfaces 








CC — y 
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When the PLAY mode is used 
on the Spectrum 128 it is pos- 


convert pins 1 and 5 on the 
R5232 interface to MIDI output. 
MIDI, as you should know by 
now, 15 a universal standard by 
which all digital instruments can 
converse with one another ex- 
changin 
anges, key velocity, volume, 
Uuming and so on. Using the 
1285 MIDI capabilities in this 


| manner the 128K machine can 


be used to direct up to 8 separate 
synthesisers, or any synthesiser 
capable of receiving eight sepa- 
rate channels. Using MIDI and 
the appropriate musical instru- 
ments, up to & notes can be 
played at any one time, which is 
a lot better than the miserly 
three notes that the internal 
sound chip allows. 

When the letter Y follomed by 
a MIDI channel number is inclu- 


string. that string of notes is sent 
along the respective MIDI chan- 
nel when it's encountered by the 

AY command, There are six- 
teen MIDI channels to choose 
from, and most MIDI instru- 
Hina ds use some if io all of 

6se. NM |5 Important that you 
check which channel a s die 
siser is receiving on before 
asking it to play music sent 
down the line from the Spec- 
trum — if the synth isn't listen- 
ing to the appropriate channels) 
dg sound of silence is all you'll 

ear. 
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sible to insert commands that | 


note data, voice ch. 


ded at the beginning of a note | 





16 CHANNELS 


Ex entes usualhy go into 
OMNI mode when they're pow- 
ered up — that is they receive on 
all 16 channels at once. If you 
onhy have one synth connected 
to the 128 then leave it in that 
mode and all should be well. 
Many synthesisers have a selec- 
ton option between poly and 
mono mode. If you are going to 
ask it to play more than one note 
at a time, Or receive more than 
one note strings at a time, then 
leave it in poly mode or there 
might be some unexpected 
results! 

To in with try something 
simple, following is the bass 
line from Ghostbusters: 


30 Let 30 c$ = “M703N'ci 


40 Playc$ 








youil no doubt notice that the 
synth has gone all quiet, This is 

cause your 128 is only trans- 
mitting on MIDI Channel 1] 
However, if another synth is 
linked via the “MIDI Through" 
ad on the back of your first 


eyboard (or maybe via “MIDI | 


Out” depending on the make of 
equipment) you can rum two 
strings of notes simultaneously 
and send each string to a sepa- 
rate synth providing the two 
synths are set up to receive on 
appropriate channeis. Up to 
eight note strings can be run 
simultaneously. you only have 
one synth then set it in OMNI 
mode. 


TRICKS UP 
THE SLEEVE 


The 128 has two other tricks up | 


its sleeve. All V (volume) com- 
mands inserted in the string also 


| affect synthesisers capable of 


sensing velocity, although too 
many Volume commands make 
for long strings! The other trick 
is the insertion of a Z. Follow a Z 
with the code for the function 
you require and the 128 should 


tell the synth directly to do any- | 


thing that it will accept on the 
MIDI line, such as change voice, 
timbre and so on. Some specific 
codes for your synth are (or 
should be) listed in the hand- 
book supplied with it, as the 
oinclair booklet cheerfully sta- 
tes, going into no further detail. 


pe RB) F 


(NB O is an upper case letter!) 


RUNning this little program, 
er the internal chip. 

If you now connect the com- 
puter to a MIDI synthesiser, 
switch on the synth and enter 
insert Y1 atthe beginning of the 
note string your synth should 


| now play the bass line along 


with the Spectrum's internal 
chippery. By changing the rec- 
eiving status of the synth to 
receive say, only on channel 2, 


Herein lies a problem. kt is not 
abundantly clear which code 
work — | tried both binary and 
decimal coding with a variety of 
synthesisers, but both protocols 
failed dismalhy. Drum machines 


also rely on a constant clock | 
frequency which seems to be| 
from the 128's MIDI | 


missin 
ps WI keep trying to get the 

pectrum to talk down the line 
with Z codes, and if anyone out 














there has cracked the problem, 
please drop me a line and Vl 
share the knowledge. 


A LITTLE 
UNFRIENDLY 


At present the 128 does not 
seem to want to accept MIDI 
data, either. This would be of a 
little use to the integral sound 
chip, but in many respects such 
a facility could make the system 
a little more flexible in that two 
way software could be written. | 
suspect that the music and MIDI 
implementation were more of 
an afterthought on this machine, 
as a little more foresight would 
have enabled standard MIDI in 
and out ports to be fitted. H you 
want to output musical data to 
your printer, some rather ted- 
ious. shuffling. of information 
around inside the 128 and a 
replugging of peripherais is 
called for — a bit of a Kludge if 
vou ask me, 

- Some sophisticated software 
is sorely needed to re-presenton 
screen the music you are writ- 
ing. Hd also be nice to be able to 
write from keys directly, (either | 
OWERTY or via MIDI from a 
it keyboard) . Something 
e 


in to the Rainbird Music 
System would be much appre- 
ciated. Any chance, Rainbird: 








| 
| 


do 
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VERNSOFT MICRO COMPUTER PRODUCTS LTD 


WILL INSURE YOUR HOME COMPUTER 
AGAINST BREAKDOWN FROM ONLY £10.95 PER 


YEAR. 


YES, THAT'S RIGHT! SHOULD YOUR 


COMPUTER NEED REPAIRING YOUR 
INSURANCE WITH VERNSOFT WILL COVER ALL 


POSTAGE, LABOUR AND PARTS. 
TOO GOOD TO BE TRUE? JUST FILL IN THE 


FORM BELOW AND WE WILL SEND YOU 
FURTHER DETAILS FOR YOUR PERUSAL OR FOR 
INSTANT COVER JUST PHONE IN YOUR 
DETAILS OR SEND THE COMPLETED FORM 

| FREEPOST (NO STAMP NEEDED) AND WE WILL 


| SEND YOU YOUR COVERKIT BY RETURN! 


MOST MAKES AND MACHINES CAN BE 
COVERED INSTANTLY. 


PLEASE USE THE FORM BELOW FOR A 
QUOTATION ON YOUR COMPUTER 


Spectrum 48K ....ciscsscss ss 0000..+E10,95 
Commodore 64 ........ccciccisiiiii E21.95 
Commodore 128 ........ccciiisii. E27.95 
Amstrad 464 ..ciisicinscssssialso o £23.95 
ER siri vers sa cobradas £36.95 
Telephone you computer and credit card details 


for | 





VERNSOFT MICRO COMPUTER PRODUCTSLTD. 


FREEPOST SHILDON DL4 1BS 
Please tick [| Further information 
O quotation | Jimmediate cover required. 
RM O ta et cessar TA DES ERA A TO 
(lado or O ARARAS ppa e ra A 
ir Lori a MAOS PERDA TR DEN O CPR 


Acces/Visano: 00 0D0000000000000 


ISTANT cover. di 
BISHOP AUCKLAND (0388) 777103 


“Immediate cover required 





Eq mm Expiry date UCL) 


NO STAMP REQUIRED 


eo. E E 





Collect a £3.00 voucher redeemable against 
your next PSS game bought direct 


from them as well! 


Back in October last year Simon 
Goodwin took a look at BASIC 
compilers for the Spectrum in 
Tech Niche. Mcoder ll, a pro- 

ramwritten by French software 

ouse Erg Informatique fared 
reasonably well in the compar- 
ison tests. 

P33 are the fellows who are 
selling the compiler in this 
country — and itusually goes for 
£12.95. But they're nice chaps at 
PSS, and they've agree to let 
Tech Niche readers have their 
Hs own copy of Mcoder dl! for 

— and you don't need a 
copias to work out that's a 


| = 

| ] ] 7 
|] I | 

| - 
4 


|| É PLEASE SENDME A MCODERIII 


DOCES EN E a 


A EEE IEA MEDITAR 


PR dia da Da RS E PR ECE A EE E Add 


sspasepesdlre don Dn nn a Bai pela LR ER 


Ao DALLA ES ERNANI 


saving of £3.00. But there's 
more. PSS are going to throw in 
a E3.00 voucher, redeemable 
ia any di game ed the 

rum providing you buy it 
direct from PSS mail order at 
452 Stoney Stanton Road, 
Coventry, CV6 5BDG. 

Not a bad deal, eh? If you'd 
like to take advantage of this 
money saving offer, whizz a 
cheque or postal order for £9.95 
mada payable to CRASH MICRO 
to Auntie Aggie together with 
the coupon at the foot of the 
page. She'll do the business for 
YOU... 
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| most of my experiments have 
| bs pretty awful noises, but 


m getting there slowly! 


| FREE SAMPLES 


The SpecDrum works by replav- | 
ing a digitaliy-recorded sound | 


wave-form through your hifi. 


BE | Therecording consists ofa listof 





This month Simon 
explains how you can 
hook up a Spectrum or 
Spectrum Plus to a 

| composite video 
monitor, checks out a couple of utility packages for 









 Programmers, and delves into the inner workings 


of Cheetah's SpecDrum drum synthesiser. 


CUSTOM DRUMS 





Last month | promised further 
information about Chestah's 
excellent SpecDrum peripheral. 
Inthe Robin Candy tradition | list 
a small program which lets you | 
customise the drum sounds 
Cheetah supply. 


This month I'll explain how to 
rename sounds and change 
their channels, allowing combi- 
nations of drums which Cheetah 
doesn't provide for; in the June 
Crash | hope to tell you how to 
make your own sounds. So far, 





Can you imagine any game 
this red and 


PRÓDUCTIO 
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volume changes which are scan- 
ned by a program; the resultant 
pattern is converted into an 
audio signal by electronies in the 
SpecDrum interface, and comes 
Out às sound when squirted 
through an amplifier. 

The original list, or 'sample”, is 
produced by running this pro- 
cess in reverse, feeding a suc- 
cession of volume changes pro- 


| duced by real drums into the 


computer (using special hard- 
ware). This is the technigue used 
by the Date! Sound Sampler, 
which we reviewed last year— it 


| is also used in expensive music 


synthesisers like the Fairlight. 


You can sample absolutely | 


ANY sound; percussion is a 
good choice because you can do 
interesting things with a few 
short samples. The SpecDrum 
packs eight sounds into 29K of 
memory. Another 20K is occu- 


| pied by the code that lets you 


enter and hear patterns, and the 
rhythm patterns themselves. 
You need extra electronics to 
make new samples from real 
life, because the SpecDrum is 
only an output device. Of cou- 
rse, that doesn't stop you fiddl- 
ing with the pre-recorded so- 
unds or creating syntheticones. 


DRUM FILES 


The custom drum editor works 
with individual drum files, Two 
of these are recorded on the B 
side of the Specdrum tape. The 
Kit Editor, reviewed last month, 


| lets vou break a kit of eight 


drums into separate files for 
each sound. 
SpecDrum files come in two 


parts, like normal Spectrum | 


filas, but the format is different. 


| Thefirst part ofthe file is shorter 


— just eight characters. The first 
character indicates the drum 
type and other seven characters 
are the name. 

The drum code determines 


which position in the kit the | 


drum can be used in. The Spec- 
Drum allows eight positions. 
Drum codes range from 129 to 
132, as shown in Table 1. They 
also indicate the length of the 


Eres — the subsequent data | 


block. Each sample is either 2K 
or 3K long; in practice some of 


the samples use less than their | 


full allótment of space (eg the 
STICK and CABASA), but this 
doesn't matter much and it 
helps to keep the software 
simple. 

“The Specdrum has three play- 
back channels. The drum at 
position one in the kit Inormally 
the bass drum) is played on 
channel one. The drums at 


positions two, three and four | 


use channel two, and the last 
four drums use channel three. 
There is a slight complication (as 
f It wasn't complicated enough 
already) in that drums at posi- 
tion five and six use shorter 
samples than seven and eight, 
so the sounds are not inter- 
changable, All of this is made 
clear (| hope) in Table 1, 

The interesting thing is that 
samples for position 1 are the 
same size as those for positions 
5 and 6. Similarly, samples for 
positions 2, 3, 4, 7 and 8 are all 
the same size. The SpecDrum 
software checks the file codes 


and won't let you load samples | 


into incorrect positions — but in 
practice samples work perfectly 
well in the wrong position, so 
era as they fit. You can even 
load a 2K sample into a 3K 
position, if you make sure that 
the tast 1K contains zeros. À 3K 
sample obviously won'tfit into a 
2K hole, 


DRUM EDITOR 


My program lets you load | 


samples into memory. You can 
modify them with POKE com- 
mands and save them back onto 
tape, Later you can load them 
into the main SpecDrum sys- 


tem, or the Kit Editor, as ifthey | 
| were official samples. | 
Enter the program and type 


RUN to load a sample. GO TO 
200 saves the most recent sam- 
ple loaded, with any changes 
you may have made, 


At the moment the result of | 


the USR call is ignored, but you 
can add lines to check it if you 
like — a value of 147 indicates a 
successful load (don't ask me 
why). There are lots of other 
ways in which the program 
could be improved; it's a basis 
for experimentation which can 
be entered quickly. 

When a drum sample is load- 
ed you can PEEK or POKE the file 
type at address 26789. The name 
is stored in normal ASCII code 
(as listed at the back of the 
Spectrum mantial) from address 
26790 to 26796. The actual sam 
ple is stored from address 26799 
onwards, 


£ZIGUE ZIGUE 
SPECTRUM 


Vi give one example. Use the Kit 


| Editor to save the Latin Kit Kick 


Drum (KICK D) on tape. Then 
load the sample editor. Type 
RUN and play the Kick Drum 
sample into memory. When vou 
type PRINT PEEK 26789 you'll 

et 129, which means that the 

pecDrum system will only let 
vou load the drum into position 
1. Type POKE 26789,131, then 
Go 200 to save the modified 
sample. 

You can load the new version 
in position 5 or 6, getting a kit 
with two different bass drums in 


Ro... watch out Zigue Zigue |. 


Sputnik! More offbeat hints next 
month, 
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“SAGA SYSTEMS' HARDWARE 
you want the best for your Speetrum ensuring il advances with technology: 
the Saga Systems: collection Of keyboards and peripherals is essential And: they 
are all compatible with the 48%, + and 128K Spectrum. 
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At long last Sinclair decided to 
put a Composite video port on 
the Spectrum 128. This means 
that you can connect a PAL 
composite video monitor direct- 
ly to the machine. This gives à 
stter picture than a telly. Why? 


wires, coils and components is 
used to sift out a single picture 
from all the other gibberish 
wiizzing through the ainwaves 
— The Price |s Right, Wogan, the 
Janice Long show and so forth, 
Another box oftricks inside your 
micro — the modulator — con- 
verts the raw video signal your 
telly realhy needs into radio, so 
that the TV can laboriously con- 
vert it back again. 

This adds up to a good deal of 
needless signal processing, The 
signal inevitably gets à bit dis- 
torted en route. You end up with 
stripey colours, distorted char- 
acters and a display that is 
debe less clear than itwould 

If the computer and the TV 
were connected directly. 

It is possible to buy monitora 
— displays designed to accept 


video “information directly, rat- . 


her than via a radio signal. Now 
that video recorders are com- 


mon, many TVs also have direct | 


video inputs so that you can by- 
pass the radio circuitry, which is 
obviously not needed when 
playing back a recorded tape, H 
vou've got that sort of display 
you can usually improve the 
picture by sending your Speo- 
trum's video signal directly to 
the appropriate socket, by-pass- 
ing the modulator in the com- 
puter and the de-modulator in 
the telly. 

tis NOT safe to try to wire in 


| pr own by-pass socket at the 


end. There are some very 
lethal voltages inside a TV. 
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| and the 
A TV is meant to receive radio | 
signals. A complicated knot of | 









RED GREEN BLUE 


The best picture of all is obtain- 
edifa computer is hooked up to 
the three electron guns inside 
the display which produce Red, 
Green and Blue spots respeo- 
tively. You can Eai any other 
colour XY mixing these three, 
direct connection to the 
guns gives a very clear picture, 
his is called an 'RGB' connee- 
tion; a Spectrum 128 is capable 
of producing RGB signals but 
the normal Spectrum can't, un- 
less you add extra hardware. 
“The plain vanilla Spectrum 


“doesn t use separate red, green 


and blue signals internally — it 
uses colour differences because 
they are easier to mix up into a 
combined or Composite Video 
signal, However you CAN get in 
a little later and extract the 
composite video eignai before it 
ets modulated; all you need to 
now is where to look. 


HOME VIDEO 
INTERFACE 


One of the tags on the edge 
connector at the back of a 
spectrum is labelled Video 
[B-15) but this is not usually 
wired up — you need to make a 
small change tó the circuit- 
board to route a signal there. 
Even ifyou make this change the 
signal will not be very clear, 
because there is a good deal of 
interference from the tags 
nearby. 

“HM is much better to take a 
signal from inside the Spectrum, 
at the point where it goes into 
the modulator. Naturally, you 


should resist the temptation to' 


pull your computer apart unless 
it is out of warranty and you are 
competent at soldering. Discon- 


| nect EVERYTHING before you 


start work. 


Dismantle the Spectrum by 
undoing the screws on the 
underside in the usual way, Turn 
the machine the right way up, as 
if you were about to type some- 
thing, and gentiy lift the key- 
board up and towards you by 
about four centimetres. You 
should not need to disconnect 
the cables joining the keyboard 
and the circuitry in the lower 


part of the case — but be careful | 


not to pull on them aceidentally, 

Behind the TV socket you will 
see a silver box — the modu- 
lator. Two wires on the left side 
carry power [5 volts) and the 
video signal. The video wire is 
nearest to the back of the com- 
puter — it goes through a plastic 
insulator in the side of the 
modulator. 

Connect a piece of screened 
cable to the case of the modu- 
lator and the video wire. The 
screen (outer part) of the wire 

0es to the metal case — the 
Inner part goes to the video wire. 
Make certain that you connect 


| the wires firmly, or you may not 


geta good picture. Put solder on 
the wires before you bring them 


into contact with the computer, 
so that they stick at once. 

Don't hold the iron against 
any pari of the computer for 
more than a second. Don't allow 
any stray uninsulated wire near 
to the modulator power wire — 
if it is accidentally shorted out 
Your. computer could be 
damaged. 

Put a suitable plug on the 
other end of the cable so your 


| Spectrum can be connected up 





| 


to the display. You may wantto | 
put an extra plug and socket 
close to the computer, so that 
your Spectrum doesn't have a 
tail trailing behind it. The inner 
part (if any) of each plug should 
be connected to the inner con- 
ductor of the cable. The outer 
ao connected to the modu- 
ator box, acts as an earth sereen 
to Keep 
minimum. 

When you put the computer | 


interference to a 


| back'together and selectthe PAL 


video input at the display, you 
should get a clear colour picture. 
HF vou don't, disconnect the 
power at once and check your 
work. The normal UHF signal 
should still be available from the 
opectrum's TV socket — you can 
even drive two displays at once 
Ff di want to. Sometimes the 
video picture will be improved if 
you disconnect the feed into the 
modulator, but in general this is 
not necessary. Make sure that 
pras can re-connect the madu- 
ator easily if need ba. 


FINE CHARACTERS 


Fyvou're looking for a nem 
characier-sel to add at 

mosphere tÕ q game Or utitrty, 

Alar Ss +£1.99. package 
| vourproblem, 

nts 15 the rather dull name 

of a utility program which gives 


“O ditterernt 


Er iwenmtby 
including italics 
» Stencil letterino, Olde 
h and Amstrad-style serif 
'g ce you ve chosen 


USER O des E CR 
YO Cdinsdvenas 


Hs are atirar 

| red am 

generally clear, although the 3D 
shadow and Olde English faces 





y limited by the 
Hoint character 
Y that etght out of 
the character-sets did mo 
matching lower-case 

tLers: 
E DN-Screen instructions are 
ate for a beginner 


é they don't sav how to 


w form an 
noire for the 


o are likely to 


Eri my 1 

H you re 

Fumo Ss ranso 

and vou cant be bother 


design your own replace 


set, the Fonts casse 










k “a EM e 
ES id 


p. 1 
PR q 
[4 ho 


PH turn to another type of 
monitor now, and the Camimac 
One package which costs £5.95 
| from Micro Zeighty of 7 The 
| Crescent, Hurstbourne Tarrant, 
Andover SP11 OAP, Sadly, this 
is not a package that | can 
recommend, 
Cammac One is a large pro- 
Eae mostly written in ZX 
IC, which allows you to 
assemble, disassemble and 
monitor Spectrum machine 
code. The program takes up 
about 24K of memory, leaving 
17K for code and data. 
The documentation — a piece 


of Ad-sized paper — discusses | 
the package under three head- | 


ings: the assembler, the disas- 
sembler, and the tester/ 
monitor. All three mts are 
called up with a BASIC GO TO 
command. If you accidentally 


"MONITOR 


“type RUN you'll wipe out ali the | 


| what you Dye (1, or halts with 









 LIZARD 





variables and you'll have to re- 
load the whole package 

You enter assemb er instruc- 
tions in response to a normal 
opectrum INPUT statement — 
there is no prompt. In fact, there 
are no prompts or menus an 
where in the package. There's 
no error trapping, either. H you 
make a mistake, or type some- | 
thing you shouldn't, the pro- | 
gram either ignores you, gene- 
rates an instruction “similar to 


a BASIC report 

À beep greets instructions 
which are recognised; the lineis | 
then printed on the main part of | 
the screen. H your chosen instr- | 
uction has a parameter — a 
value or anaddress — vou must | 
type it in separately. Labels are | 
not allowed. Nor are equates. 
The assembler just ignores | 





both. you are so bold as to try 
to Lise one of the few hundred 
instructions that require a prefix 
byte you must warn Cammac 
first — each and every time — or 
your input is ignored, 

The disassembler, accessed 
with GO TOS, is the fastest part 
of the package; it takes about 
three seconds to fill the screen 
with data, before pausing with 
the usual Scroll? question. Ins- 
tructions are only partially dis- 
assembled — the program 


prints N or NN in place of | 


parameters, followed by the 
appropriate values spread over 
up to three lines. 


The tester/monitor turns out | 
to be a routine that prints reg- 


ister values and a single sort-of 
disassembled instruction over 


the top of anything else on the | 





screen. Every couple of seconds 
a black square appears, and the 
next instruction may be exe-| 
cuted (with appropriate changes 
o the display) when you press a 
You can't alter register 
a ues or set breakpoints. É you 
want to load, save, display 
memory values, or jump to an 
address you have to Break into 
the monitor and use ZX BASIC 


Bs normal. You can step over 
| instructions more quickly, with- 
| out the display, 


with a RAND 
USR call from IC. 

Cammac One is non-standard, 
unreliable, slow and inade- 
gua documented. Micro 

etghty describe Cammac One 
as 'one of the best machine code 
packages around". Don't believe 
them — | can't think of any 
package worse. 
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| A Minion's life a notan easy or happy one, especially 
| when there's a mountain of mail to sort. Which is 
| / Um here in CRASH Towers, as you lot simply 
| won t stop sending in entries. | nearly had an assistant 
| the other week, but then the CRASHtionnaire forms 
| had to be dealt with and | was on my own, as usual. Ho 
! hum. Maybe ['Il get the chance to eam some overtime 
| one day, and have my own bumper twenty four page 
| competition pull-out. No. Wait — — that'd mean even 
| more mail for me to sort. ... AAAARGH! 
FÊ ' Here's a few more resultipoos: I'm off to the broom 
| cupbonrel for a fios See ya next month. 
| 
] | | RR OS Fá” 191 
4 | ur) API E EI 
| 
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enjo yourselves with 
this onedldn't you? The overall 
wimer diagnosed Lioyd as both 
psychotic and paranoid. His 
accurate assessment of the 
effects of bia and the 
e ço its (right down 
to the Y Ear, from Lloyd's 
Hermes) made gar his entry extra 
ê 


L 
Ihy of Churchill Road, SY6 
GEP. You get a DIV. Guide to 
| een agi de idosa 
s camera to play with. 
five more winners 
callecta copy of CRL's game D. 
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|: PF TH: Adrian O'Sullivan, Pinkham 
Mansions, Wa4 3BG; Ms N J Cocking, 
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Tititi dp içrre GauvÊ, 





Emmeça 
a LEE. MG Ear vue! TA Preso, mar [a Eis e Acodand ETA! 
es PRndeos sr Exa Ry DA rca! 





CRASH May 1986 109 


O 


| And a re once thery did 


| go. The fty lu 
will all or É copies of | 


Rare Wartoad on pi the Toads 
ave si through the 
Royal Mail Moo, that Es! Well 


| done 


O Steadman, Strood Rd, TN37 BPN; 
Barry Kavanagh, Floyd Rd, SE7 BAN: 
Andrew Crawtord, Harptree Drive, 
MES OTH; Tony Gunning, Keyworth 
Drive, NG190DE; Daniel Pike, Hill Rd, 
NG6 BTJ; Darren Kerr, Milverton Rd, 


| G46 FLP; Paolo Morra, Dunstan Rd, 


==! 


L 


NW71 BAG; Nicholas Falk, Farm 
Walk, NW TI TTE; Nigel Bryant, 
Dalglesh Way, LE14 3RX; Benjamin 
Henry, Cavendish Avenue, CB1 SUP: 
Pantelis Athanasiadis, Areos Street, 


Palaidn Phalepon, ATHENS: Andrew 
| Cook; Red 


20K;, Redruth Coome, TRIGGRT; 
Nicholas O'Brien, Stoneythorpe 
Close, B91 3XE; Alan Anderson, 
Oldfield Close, LEO GAL; AJ Coleman, 
Manilla Rd, B29 7PZ; Martin Rushton, 
Pitgreen Lane, STS 0BD; Gary 





" Brentwood Drove, G 


ADVENTURE CHART WRITE-IN COUPON 


Please use block capitais and write clearly! 


Wihittingslow, Oxford Rd, B27 6DU; 
Jamie Paterson, Lypiatt Mead, SN13 
SJL; SC Pettitt, Grosvenor Rd, GL? 
05B: Mitchel Scott, 5 ringfietds 
Cam, GL GPL; Tim Cubitt, 
Collingwood, CT15 GEX; Andrew 


Males, Lammas Path, SG2 9RN: Mark 


Perkins, Brackley Rd, HP15 7EY: 
Simon Jones, Swinbume Place, SN4 
BLE; Peter Hirschfield, Beech Grove, 
HUS 3DB; David Rayment, Riploy 
Drive, LNE BJD: AJ Markham, 
Bishops Walk, NR31 980; Tim 
Webster, Vicarage Lane, PEZ4 4JJ; 
Thomas Clowry, Grangegorman 
Villas, Dublin ; Andrew Hawkins, 
Cartela, WINS 9DL; Carl Tandy, 
Partridga Ave, MEZO GLS: Stephen 
Cotver, Carti « Tyne and Wear; 
Kevin Fisher, Bagstone, GL 12 8BD; 
Graham Pugh, Áscot Close, CFS SBE: 
Jonathan Perkins, Oxgate Gardens, 


NW'2 6EB; Magnus PE Nagã. 


| Claremont Gardens, G&2 BP E 


Darren Akast, Torridon Rd, SE6 1RF; 
Alistair Smith, Parklands, GL12 7LT: 
Peter Simonds, Lawn Lane, CB6 2BE: 
3D Leason, Heathfisld Rd, STI4 ZJN: 
Shaun Hennessy, Swaylands, TNTI 
BAE; Simon Newbery, Hazel Rd, RGB 
BBB; Rob Pattifer, Addison Rd, CV22 
TEZ; PH Parker, Manston Gardens, 
LS15 8EY; Julian Dalton, Styal Rd, 
SKB 3TX: Karl Alidred, New Moss Ra, 
MO SJOQ: Robert Redford, Faston 
Drove, 540 45: lan Hail, Resdley Rd, 
859 1BE; Robert perto 
UJS; Peter 
Dean, Heathermere, 566 40H 
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ASH HOTLINE, PO BOX 10, 
SY8 1DB 


Cf Us — —— O 


There was only one super Seike 
watch to bestow as a prize in 


| the Watch comp, and the 


winner certainly earned it. 
Cheers and sounds of bursting 
bubbly bottles to: Neil Martin, 
Limpley Stoke, BA3 6JR 





My top five programs are: 





VOTE OUT OF TEN 


TITLE 
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CRASH HOTLINE WRITE IN COUPON My top tive favourite programs in descending order | 


are: 


TITLE EM PRODUCER,| 










B'8.80UND To BE A HIT- 


levels of fun make this torture excellent value 
iimoney. Nova rating. Definitely one of those 
| iStanother go' games. Game of the month 
| iruary”” — Computer Gamer 
| “The most compulsive game I've ever 
d. IH you don't buy it you'll never 
what you ve missed. says Gary 
Pin, Zzap! 64. Gold Medal Award. 
9% overall. 
COMMODORE 64 MSX 
AMSTRAD SPECTRUM 
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still losing, 3.0 down now but with five hitsof 
pull ie off, Cam — back to photography Ff you don't. E 











gears on from the classic 
Pong game which had a 
lot to do with the binth of 
the computer games industry, 
Imagine have decided to tackle 
thesport of aa Pong, releasing 
a product which plays rather 
more Hke the game of table 
tennis than the early bat and ball 
game. Imagine's Ping Pong is a 
conversion of Kjonami's arcade 
game and abides to all the rules 
and regulations of table tennis, 








*P-I-N-G P-O-N-G 


CRITICISM À 


“| loaded Ping Pong and 
immediately thought a 
Commodore 64 was att- 
ached ... the sound on the 
game is brilliant, amazing 
— it defies all adjectives. | 


| Excellent drum beats, cool 


techniques: Wow! 


| am 
| game itself is very ori- 


inal and kept me compel- | 
for ages. Imagine seem 
to be ing the software 
market by storm this year, | 
just hope they can keep it 
up! The table tennis table is 
well laid out in trus 3D 
| fashion and the game in- | 
| cludes lots of-nice features 
| — apart from the usual 
definable keys there's a | 
most pesei ro player 
option and five levels of | 
difficulty. Imagine seem to 
Es the Spectrum to Hs | 
limits with every game 
they bring out, ness 
only knows what they're 
| going to put on the 128K! | 
would recommend any ar- 


| cade freak to buy Ping 
| Pong at what is a very 


cheap price for a game ef 


| this quality on the Spec- 


tum — and HF vou like 


| adventures just buy it and 
dance to that groovy beat. 


interpreted automatically by a 
computerised judge — there's 
no room for tantrums in this 
game. The first player to score 
eleven points wins, unless 
there's a 10-10 tie, and five levels 
of play are available, ranging 
from nice “nº slow to oriental 
style, played at the speed of 
soura, 

The game is viewed from 
above and behind the base line 
of the table with your bat posi- 
tioned about a quarter of the 
way up the screen. Player One 
always plays from this view 


point and the computer or sec- 


ond player takes the top end of 
the table — there's no change of 
ends. The score and other relev- 
ant information, including the 
judge's calls, is displayed on 
either side of the table. The 
audience appears on both sides 
ofthe screen, with the right hand 
side mob cheering on the com- 
puter or Player Two, whilst the 
spectators on the left shout and 
clap you score awinning point. 

e bat is controlled by a 
phantom disembodied hand — 
thus avoiding the problems that 
would be posed by full-size 


figures: seeing the table would 
be tricky. Timing and hitting a 
shot correctly is the key to the 
game — the computer automat- 
ically tracks the ball and always 
makes sure that your bat is be- 
hind it. When the ball reaches 
the bat select the sort of shot 
you'd like to play by pressing 
either left, rightor up as the bail 
hits the bat — pressing right 
when the ball hits the bat gives a 
cut, left a drive and up a smash 
(but only smash when the ball is 
lobbed), The timing of the strike 

overs the direction in which 
the Dall moves, veering to the 
left or right of the table. The bat 
is normally held forehand, but 
pressing the fire button switches 


“CRITICISM | 


“The loading screen isn't 
of the usual Ocean /Imag- 
ne quality, but all my fears 
were dashed when | heard 
the the tune; undoubtedly 
the best on the Spectrum 
yet! [felt the only real thing 
| wrong with the game is 

that the bat graphics could 
have been improved and 
given more movement — 
at the moment the bat 
seems to be controlled by 
wrist action only. Other 
than that, | think it's got 


e a good game | 
|négBds — [ts attractive, 

addictive, and very play- 
able, Imagine have done it 
again and now ve got to 
go and crack level five. " 





















to backhand mode allowing you 
to return a ball hitto the extreme 
night hand corner ofthe table. 
he human player always has 
to serve first and this is done by 
pressing down to throw the ball 
into the air and following with a 
normal shot, There's a time limit 
to each serve and if the ball 
doesn't cróss the net within 
seven seconds, a point is awar- 
ded to the opponent. After five 
points have been scored the 
service changes over, unless the 
game is tigd at ten points apiece, 
when service alternates and the 
game continues untilone plaver 
gets two points ahead of the 
other or reaches fifteen points. 
Apart from the match points, 
players can collect points during 
the game and go for an entry on 
the Ping Pong high score table. 
Each time à qui bri hits the ball, 
ten points are added to his or her 
score, while a massive five 








CRITICISM h 


“Kijonami's arcade game | 
never really took off im 
Britain and after playing 

| this | can't understand why 

|— fts a really great game. 
The graphics suit the game 
very well and there are no 
attribute problems at all, 
but the sound .. . super 
duper, spiffing stuff guys! | 
really couldn't believe that 
a humble BEEPy Spectrum 
was uttering such impress- 
ive music. Just listen to itl 

| The game plays very well 
too and is well worth 
buving. E) 


hundred points can be collected 
by successfully smashing the 
ball and winning a game point. 
Atthe end of each level of play, a 
bonus of one thousand points is 
awarded to the winner for each 
game point of the winning 
margin. 

In the one player mode in 
which a human píts skills with 
the Spectrum's Central Process- 
Ing Unit, play moves up a level 
each time the CPU loses. Two 
players play best of three mat- 
ches to decide the winner, and 
select the skill level they wish to 
play at. 


COMMENTS 


Control keys: All definable 
Joystick: Kempston, 
Interface 2, Cursor 
Keyboard play: great 

| Use of colour: a bit bland, 
but fine 
Graphics: notoverly 
wondertul, but adequate 
for the game 

| Sound: unbelievabhy good 
— apectrum excellence 
Skill levels: five 
Screens: one 
General rating: À hignty 
plavable and enjoyable 
sports simulation, 


92% 
82% 
94% 
33% 


Use of computer 
| Graphi 
| Playability 
Getting started É 
Addictive qualíties 91% 


Value for money 


9% E 
Overall 


90% 
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Prodircar: Durell 
Retail price: £8.95 
Author: Mike Richardson 


ou're an intrepid special 
agent with your very own 
Lotus Turbo Esprit. Your 
task — to smash an international 
ring of drug smugglers who are 
about to make a huge delivery of 
heroin. 

An armoured car is supplying 
the drugs to the centre ar a city 
and four delivery cars collect the 
narcotics from the supply vehi- 
Cle as it tours the streets. Your 

mission is to stop the delivery 
cars, preferably after they have 
made their pic Mori and before 
they secuttle off to the drug 
gang's hideaways. Extra points 
are available if you can stop the 
armoured car before it leaves 
the city once all the drops have 
been made. 

After the game has loaded, 
you are presented with a choice 





of four cities in which to combat | 


the pecdlers of evil substances 
— ones the choice has been 
made the only way to change 
cities is to reload the game. À 
menu screen follows which 
aligws you to view, save or load 
in high score tables, practise 
driving or play the game for real. 

“The action is viewed from the 
driving seat. The instruments on 
the dashboard, seen through the 
spokes of the steering wheel, 
include a speedometer, rev 
counter, fuel gauge and a tem- 
perature gauge. Don't worry 
about gear changes — the com- 
puter takes care of that. Keep an 
eye on the fuel gauge, though. 
When it looks a bit low simply 
pull onto the pavement (make 
sure it 15 pedestrian free first!) 
and if you're near a garage the 
tank re-fills. 

The view out of the wind- 
screen includes a black car — 
your Turbo Esprit — which 
dodges and weaves through the 
traffic as you spin the wheel and 
accelerate and decelerate. The 
city streets scroll towards you as 
you motor along and the display 
is full of detail: pedestrians 
stump around the sidewalks, 
traffic lights and car indicators 
Hash, petrol stations tout for 
custom and little men repair the 
roads. Driving into vehicles dri- 
ven by innocent citizens, as well 
as shooting them up and runn- 
ing over pedestrians add to your 
ta y of penalty points shown in 
the status area on the dash- 
board. Some mean driving is 
needed to stay on the tail of the 
perpetrators of evil while avoid- 
ing crashes. Don't despair ifyou 
write the car off — there are four 
available. 

You are not entirely alone in 
your mission to quash the evil 
drug barons: messages from 
HO occasionally pop up at the 
bottom of your screen with 
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information on the smugglers' 
whereabouts, and the same text 
area is used for status messages 
during the game. 

The smugglers in ordinary 
cars can be stopped with a hail 
of bullets frôm you Turbo can- 
non. The baddies are easily 
| identifiable — the delivery cars 
are blue and the armoured su- 
pply car is red, Dont be too 
trigger happy though, more po- 
ints are won by ramming the 
smugglers' vehicles from be- 
| hind while they are moving. 
Únce a gangster car has taken a 
battering, the baddies surrend- 
er, and vou cán continue the 
| mission. lts possible to inter- 
cept the armoured supply car at 

“time, but once the main 
vehicie has been disabled the 
supply cars cease operation and 
there are no more points to be 
collected. 

The smugglers have a number 
Of hit cars, with nifty magenta or 
purple paintjobs to aid recogni- 
tion, and their gun-toting pass- 
engers are hot on your trail, 
They roar past you at great 
speed with guns blazing. If they 
hit the Lotus, a message flashes 
| onto your console and the car 
| may well go out of control. 
| Altematively, a stray bullet 
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might be lodged in the engine, 
which leads to overheating and 
eventual seizure ifyou don tvisit 


| à garage and get the engine 


ired in time. 

o Turbo Esprit, apart from 
being a very fast motor indeed, 
has à pull-down map of the city 
which can be scrolled over the 
city, and highlights the position 
of your car as well as the drug 





|0CA great g game from Durell. 
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baron's vehicles. Like they say: 
It's mean on the streets — be 
careful out there! 





Turbo Esprit is certainly addict- 
Ive. t allows you to zoom round | 
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the back streets and alleyways, 
which | enjoyed particulariy, but 
u have to be careful not to 
mp into other cars or pades- 
trians. To begin with, turning 
the car into side roads can be a 
| pad the = ah th | 
| ge angle, and the contro 
takes some getting used to, but 
it comes quite naturally after a 
while. Ônce you've located the 
drug barons the action gets fast 
and furious with high speed 
chases around the area. ht's 
great fun — look out for it! “ 


O “This game is great fun, put 
simply. Even if you don't bother 
knocking out drug cars, just 
driving around picking up penal 
ty points is fun. The graphics 
aren't immediately astounding. 
but the detai! soon becomes 
apparent, and once it does it's 
pretty surprising: pedestrians 
walk about, cars stop at lights 
and swerve to avoid roadworks, 
their indicators work and irttle 
men even work on roadiamps! 
lhe game is very playabie and 
pn but it needs to be 
before for a good half an hour 
re all the sublleties become 
arent. Congratulations, 
reil, You ve made me happy 
again. 


O * Durell Software seem set to 
continue: their long line of very 
well polished off software — 
with another good program, 
Turbo Esprit. Turbo Esprit is a 
very easy game to get into be- 
cause of the simple plot, and | 
| was very soon addicted. As on 
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very sharp and yet very detailed 
due to the limited colour in | 
parts. Again we have a few two | 
channel simulated tunes at the 
important points of the game. 
Turdo Esprit gives vou a good 
feel of what it's like to manoeu- 
vr& a sports car around the 
Streets of cities and lets you try 
vour hand at three point turns up 
one. way streets, which | can 
ASSuUTe you gives exciting driv- 
ing. This is a superb game for all 
shoot em up and car freaks, and 
is reasonably priced at 8.95. * 






























Control keys: definable 
Joystick: Kempston, Interface 2, 
Cursor 








Keyboard play: positive 

rpddpe eolour: RUNAS clash on 
the roadway 

Graphics: very clever scroiling 
Cityscape 

Sound: bashes, crashes anda 
catchy tune 

Skill levels: four 

Screens: four scrolling cities to 
drive round 

General rating: A driving game 
with a fair bit of gameplay 
behind E 
















É SPORT-BILLY PRODUCTIONS 1084 


Official mascot FIFA World Cup 1886 







Addictive qualities 
Value for money 
Overall 
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Not a pretty sight, that skellington. Cameron's got a NEW 
am inthe photogra phy room For all his expensive 
geletons IN pe? Hmm. .: 
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Hai VA! Flying kicks in the desert during the first stage of 
tha journe THE WAY OF THE TIGER. Are 
you & dasert 


y that takes you of 
Fighting mar 7 


The final stage in the quest for Ninjadom — Samurai Sword 


Elghting 


Produ m ESPE = 
ro 
all price; E9.95 
Author: Cem 8 
HOlin | / 
os O 





bandoned as an orphan 
“ontheshores ofthe Island 
of Tranquil Dreams, you 
were adopted by an old monk-— 
es pj Grand Master of the 
A The monks on the island 
alii Kwon, the god of Mi 
armed combat, and your adop 
ed father has traine: 4 you int é 
martial arts — it's a Ninja he 
wants fo mato of vos, not just a 
man. E becoming worthy 
of the noble title of inja vou 
must pass three tests of Endur- 
ance and skill in combat against 
ui ndo ago chosen by the Mast- 
of your skills in unarm- 
ed combat, pole fighting, and 


/ CRITICISM À 


“ Lam very impressed with 
this game. k is definitely 
the best beat em up to 
date, and any new fighting 
gun will have to go a long 
net to better this. | can't 

ly faut Way ofthe Tiger 

mn any way — there is 
Remy of action, il is very 
mpelling and great fun 

to play. Graphically this 

| e is second to none. 







































ach of the many charact- 

| ers is well draum and all 
their moves are excellenthy 
animated and very realist- 
ic. The backgrounds are all 
masterpieces in their own 
right, too. Sound is well 
used and there is à tune- 
| ette when you've minced 
your opponent and at the 
end of a screen, The only 
niggle one could possibly 
have with this one is that 
you have to load in the 
different parts of the prog- 
ram, but it |s well worth the 


wait. | strongly recomm 
end this game to 
everyone. ” 


Samurai sword fighting await in 
Gremlin Graphics computeris 
ed verston of the role playing 
adventure books. 

The game comes on two cas- 
settes, and a master program 
has to be loaded before the 


fighting can start. From 
menu screen provided by the 
master loader you can opt to 
practise one of the three forms 
Of combat or choose to take the 





Panda » press the 


neo to ad an entry point inthe 
ane and load in the spprenr 


cassette to begin the 


fighting 
An oriental tune intróduces 





the action, which takes place on 
a largé window on the screen. 
The status area gives a readout 


“om Endurance and Inner Force 


levels, represented o ia a a 
the bottom of the disp 
every complete cirele E rs 
ance used by a combatant, one 
poimt-of rios Force is deducted 
and the fighter who runs out of 
Inner Force first loses the con- 
test. The opponents sent against 
ps by the Master have different 
eveis of Endurance and Inner 
Force as well as a variety of 
skills. Às a fighter's Inner Force 
wanes, the É aged of the blows 
he landis and the effect they have 
on his opponent is reduçed. 

The display Prino feanires a 
triple scroll effect, which allows 
three levels of itriaDen on the 
Screen and. rovides animated 
backdrops. The fighting takes 
place in the foreground and the 
middle and background animat- 
ion areas are used for incidental 
action. Pole fighiina, for inst- 
ance, takes place on a pole 

erched on the ras ofa river: 

Og float down the watercourse 


—[cnmcism j 


“ | thought that these Kar- 
ate type games were gett- 
ing a bit monotonous now, 
but with the advent of 
Gremlin Graphics” Way of 
the Tiger that has changed. 
The game itself has three 
distinct stages all of which 
are superbly executed. To 
| avoid attribute problems 
| most of the game is dis- 
pa in two colours, but 
that said it is still 
Visual appealing. The 
raphics emselves are 5 
a a and probably the 

| red in a game of 
er type. Watching some- 
one else play the game is 
somewhat akimn to watch- 
ing a movie, there is action 
going on all the time and 
with the assorted effects 
happening im the back- 
ground it all looks very 
convincing. Às with most 
beat em ups, the game is 
instantly playable. The inc- 
reasing difficulty of your 
opponents coupled with 
the three separate games 
make it very addictive. To 
my mind, Way of the Tiger 
is the best game yet from 
“the Gremlin stable. Let's 
hope that all the other | 
aaa games are as good as 
Is. Fr 





































while ducks paddle about, occa- 


sionally taking tothe air. 
“Inthe first section ofthe: game 


vou find yourself wandering im 


the desolate desert land of 


without a weapon. The Master 


has collected a range of oppon- 


ents to pit against his trainee 
Ninja, end they are not all hum- 
anoid, He's notaverse to anima- 
ting the odd rock or obelisk to 

test your skills. AnriciBeton 
mounts as vou await the first 
opponent, Suddenly, a pointy- 
gared goblin jumps out from 
behind a rock — the battle is on! 


Às in the other two sections of 


“VU didnt much like the 
constant loading of the 
game but if does repre- 
sents very good value for 
money. The animation of 
the characters is very well 
lished off and consider- 
mg the characters are 
massive the speed is very 
st. | was very Impressed 
when | looked behind the 
speedy animation and 
| found beautiful backgr- 
ounds and some neat tou- 
ches like the ducks that 
| constantly swim behind 
the action, and take off. 
Way ofthe Jgera gives new 
life to the em up 
| games and takes over | 
where Way of the Explod- 
ing Fist left off. | enjoyed 
Ena. Tiger it than 
ist because there is a 


much harder challenge in it 
and more variation of play. | 
Way of the Tiger gives a 
new challenge to ali those 
people who said Fist was 
easy. 


the game, control is effectad in. 
the usual beat em up manner, 
using eight directions in comb- 
ination with fire to make a total 
of sixteen moves. Ônce the gob- 


lin is out of the way à foating 


spectre creeps up from behind 
and gradually zaps away your 
strength. Each time an opponent 
is despatched your status levels 
are topped up im readiness for 
the next fight. The contest con- 
tinues until all the Master's 
Esp ers have besn defested 
u die. Simple, really! 
nece the desert of | 


igs, its on to the Pole Fighting 


section. Standing. on à pole 
spanninga river, you re sudden- 


ly confronted by an armour 





rb has: 
been cleared of. SELO popa nast- 










plated skeleton with a very. asty 
grin on às face, Armed with 
Gir iii vou enter battle, 

ng to wear each other's 





| pd Orce levels down to zero. 


Theskeleton isnotalone — once 
dá has been espasmo! to the 
murky depths of the river wh- 

ence if came, other pole fighters 
om the fray inclui ing another 

inja qi a mean looking dwarf 

a club 4 

Survival in the RA fi ga 
leads to the Gran 
the final section of HE game, 
The scene of the last test is 
majestic indeed. Snow-capped 
mountains rise to meet the sky 
on the horizon and the Temple 
appears behind you. Birds flut- 
ter overhead, labourers trundie 
whegibarrows tó and fro and sK 
sesrns very peaceful until. 
mongolian sword fighter viii 
an enormous knife in his hand 
Eis up. In Samurai Sword 

tghting the: Master pits you 
against the greates! warriors he 
knows, some of whom can pe 
fórm. fighting feats which vo 
simply can't mateh, ts possible 
to é t the Master's minions, 
but difficult. 

the swordsmen are all de- 
feated, one further test remains 
— its time to confrontthe Grand 
Master himself. Hyou-are ableto 
prevent him from making 
mincemeat of your corpse you 
have truly have earned the right 
to be a Ninja, “speaker of 
wisdom, protector of the weak. 
One most powerful”. 

The Way of the Tiger IS 
perilous way indeed ., 


Control keys: W,E,D,C,X, 
| ae A, os O plus SPACE 
Joystick: Kermpston 
| Keyboard play: responsive 
Use of colour: mainly 
monochromatic 
Graphics: very clever 
indeed 
Sound: à jolly tune 
okill levels: one 
aten three fighting 
es 
General rating: An 
excellent development on 
the beat em up theme 


| Use of computer 


92% 
Graphics 94% 


Playability 94 %o 
Getting started 93% 
Addictive qualíties 93% E 
Value formoney 92% E 
| Overall 93% E 
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was Commando, then came 

Rambo. Now Green Beret 
continues the military microchip 
craze that's sweeping the UK — 
pereatana deep behind enemy 
ines and blowing up severa! 
armies single handed. Yes it's 
you versus the rest of the world 
in this game of skill and dexter- 
o Rescuing captives is the 

ject of this arcade conversion, 
and Green B has to delve deep 
behind enemy lines through a 
missile base, around a harbour, 
over a bridge and into a prison 
camp to rescue his fighting 
buddies. | 

Armed with only a knife your 
Soldier has to ward off many 
kinds of enemies — Gl Joe Kung 
Fu specialists, gun toting com- 


l- the very beginning there 


mandos and kilted kamikaze | 


killers. No matter what the 
enemy soldiers look like, they all 
take one of Green's three lives if 
they touch him, Pressing the fire 


"button gets the 'stab action' 


going and any renegades who 
are careless enough to run into 
the swift and silent blade are 
instanty stabbed to death. 
Green Beret is a pretty able fel- 


low, capable of jumping and. 


Va. down whilst repeatedly 
sta ing — pretty useful if he is 
to avoid the waist high bullets 
shotat him. He can also climbup 
and down ladders and other 
artefacts. Occasionally an ene- 


| my Commandant appears in the 


battlezone and if he's killed the 
player is awarded either a 


| machine gun, a fame throweror | 
| rocket launcher good for three 


shots, or three grenades. 

Each of the four scenarios is 
made up of four separate scre- 
ens which scroll to the left. Once 
Mr Beret has scrolled the screen 
left it cant be scrolled right, 
rather like Scramble, but the 
hero can move around the scr- 
gen in vigw however he wishes, 
scampering over the ground, 
along catwalks and up and down 
ladders to his heart's content. 

All the scenes have their own 
distinctive landscape — the first 
starts with a series of iron girder 
bridges connected to the ground 
by a number of ladders. Green 
can climb these and trundie 
along the catwalk, missing most 
ofthe enemy soldiers who stam- 

de below. After the girder 
bridge comes a group of missile 
launcher lorries which have 
ladders at the back of them and 
| can also be climbed over. Once 
the hero has negotiated them 
then if's a quick sprint past a 
collection of static missile laun- 
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GREEN BERET 








chers to the end of the land- 
scape. Ônce he reaches the end 


a lorry zooms by, pulls up atthe 


extreme right hand of the screen 
and heaps of enemy soldiers 
pour out. lfGreen doesn't have a 
rocket launcher or another de- 
vice of devastating destruction 
then the going gets really tough. 
When all the baddies have been 
disposed of then he can tackle 
the next mission. 

Points are awarded for blow- 


ing away enemy soldiers — and | | 


enemy installatrons. Bonus lives 
are available at 30,000 points 
and every 70,000 points there- 
after. Marauding soldiers aren't 
the onhy hazard to Green's 
health. Occasionally he may 
stumble across a mine, and ifhe 
doesn't jump over or avoid it by 
clambering over one of the 
features of the scenery he'll be 
blown up. Mortar bombers also 
Peg problems by hurling 
bombs at our hapless hero, al- 


though once their bombs have | 


been avoided the bornbers can 
be stabbed to death. Fire from 
the sky rains down in later 
stages of the game. 

hen the sequence of four 
missions has been completed 
the sequence starts again, only 
this time there are even more 
soldiers coming at your hero. 
How mean a fighting machine 


| Breyou? 





6 “At first you may think it's 
Commando or Rambo looking 
m a different viewpoint. The 
objective is almost the same as 
in Rambo: rescue the captives 
and advance through hostile 
ground. As you are super tough, 
making your way behind the 
lines single handed is possible, 
though tricky. The graphics in 
the background are quite im- 
pressive, with some neat scen- 
ery serolling by as you go over 
bridges or pass rocket launch- 
ers. ging bullets and bombs 
and dealing out death becomes 
É sed addictive, once you get 
he hang of stabbing every bad- 
die that comes your way. t's 
good shoot em up but not quite 
worthy of a CRASH Smash. " 


O “Green Beret is an excellent 
conversion of the arcade game, 
and imagine deserve a pat on 
the back for making such good 
jobs of all the Kjonami games. 
As far as | could make out, the 
Spectrum version has got allthe 
features of the great arcade 

ame. ft contains lots of good 
ittie characters, all of which are 
well animated (especially the 


| jumping soldiers). Meeting the | 


commandant is just like meeting 














Rambo — a small muscly figure 


na F-Shirt with a headband— 
not much like a real command- 
ant. The game contains lots of 
colour and avoids any chance of 
attribute clashes very neatly. 
Green Beret has lots of very well 
drawn backgrounds with loads 
of trees, missile carriers and so 
on. Al this, combined with 
excellent gameplay make it one 
of the best bash bomb blow 
games around, 


O "Thearcade game isn't exact- 
ly the best game I've played but 
Imagine have done a pretty 
good job with the conversion, 
and produced quite a playable, if 


- à líttle difficult, knife em down/ 


blow em up. The graphics are 


fine, but | must confess to being | 
a littla disappointed at the | 


sound, especially after the stan- 
dard of Imagine's last few 
games. The other niggting point 
15 that once the keys have been 
selected there is no chance to 
change them without reloading. 
These quibbles aside, the game 


is still very playable presents | 
uite a challenge. Worth buying 


| tfyou like this sort ofgame. 
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Control pi redefinable 
Joystick: Kempston, Interface 2, 
“o RR 

board play: fine 
Use of colour: neatuse of bright, 
avoids clashes 
Graphics: well animated, great 
Sound: a little disappointing 
Skill levels: one 
Screens: scrolling 
General rating: Quite a tasty 
fighting game 
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otham City's caped crus-. 
ader continues his quest 
against crime in Ocean's 
new release, Batman. In this 
computerised adventure, our 
clean-living hero's ever faithful 
friend Robin has been nada 
ed by an evil arch villain and it's 
up to Batman to rescue the Boy. 
Wonder from the clutches of the 
forces of evil, ' 
: di Anda comu the 
Ina corridor with a nasty, snapping dog. Good job Batman controls for the game, defining | 
foundan energy Batpill so he can Fo fere has got fifty the keys or joystick as approp- . 
five suparfast steps left in his inverntory mm, nate and selecting the sound 
level you require, Batman spro- 
ings into action, sliding down. 
the pole into the Batcave com- 
pes He's gota problem: the Bat 
obile doesn't work! Suddenly 
the superhero remembers — 


On a perilous walkway, above a spiky floor 
Batman risks death on his quest to rescue Robin 
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and seven vital Batmobile parts 
“are lying hidden in the Batcave. 


aver ha Eita ae Ar 


BATMAN 


Robin was servicing the; Bat- 


ber of lives remaining ia sh 
mobile when he was abducted, e: 


under a Batsign kh abala 
more icons are USea to cispiay. 
the Batcave. jumping ability, shield status 
Before he can roarforthontothe and energy, and are. 
mare De : 1 ha to collect the a E na MAO 







s' 









piek ft up and spot which Bat- 
energy 


ains a number. H an 

atpill is picked up, 
sd Batmancan move at high speed 
datbag  — a counter beneath the lght- 
(allows the caped erusader to ning flash icon ticks dewn with 


ick up and put down objects); each superiast step until it 
B reaches zero and its back to a 


atthruster (allows horizontal | 
movement when falling) and a strolling pace: Shield Batpills 
“ow Gravi give Batman invulnerability tor a 


Lo Gravity Batbelt (halves the 
speedofafall). | while, and Jump Batpills allow a 
The Batcave's architects ob- 
vioushy worked on the castle in 
Knight Lore — the resemblance 
Is striking — and the game is 
viewed and played in the same 
fashion. Four Bat Device icons in 
the bottom right hand comer of 
the screen are highlighted when 
a piece of Bat Equipment is col: 
lected. Four more Bat Icons on 
the left of the screen are used to 
display Batman's status. Our 
hero starts the game with nine 
lives, and can collect more 
during his fenrirey by collecting 
an Extra Life Batpill — the num- 







his quest. Four vital Bat Devices 


have to be collected: Jet É 
boots (for jumping). 































number of double strength 
jumps to be made. To add a little 
extra excitement to the game, 
Neutralizing Batpills turn up 
now and again, which remove 
any shield energy and super 
jumps in Batman's inventory. 
ad News, as the instructions 
Say... 
Another very useful thing in 









the Bat Cave are Reincarnation- 
stones. If Batman touches one it 
disappears after recording the 


state of play and Batman's pos- 
fion. fé Es 


| Batman fails in his quest 
and runs out of lives, the game 
can be continued from the point 
when Batman last touched a 
Reincarnation Stone. 

The Batcave has been exten- 
sively temodelled from the 
movie daysand its huge! 
Unfortunately, there arê mow 
some very nasty creatures lurk- 
ing in the hallowed halis, all of 
them keen to remove a life from 
Dur hero's stocks — one touch 
from a baddie and it's one lite 
loss for the caped crusader. 
opiked floors, which usually 
have dissolving pieces of cat- 
walk above them, are deadly, as 
are some rather more innoc- 
uous objects. Conveyor belts 
and lifts as well as suspended, 
disappearing and sinking floors 
also provide problems to an 
umwary Batperson. Sometimes 
objectsor exits to a room are too 
high to reach or jump onto, so 
Batman has to pick up Bat Ob- 
jects (stuff like Elephant's Feet 
and Art Nouveau Tea Pots am- 
ongst other things) and pile 
them up to enable him to achi- 
eve his goal. 

Batman is rushing to rescue 
his friend — if you leave him 
standing in once place for too 
long he crosses his arms and 


| CRITICISM | 


| “What a eat game! The 











RF 
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Bat Ma-a-a-a-n. Yes folks, 





taps a foot impatiently. He wants 
to collect the Bat Equipment, 
find the seven parts of the Bat- 
mobile so he can teleport to the 
launchpad, get into the Bat- 
mobile, start the motor and get 
on with rescuing Robin. There's 
notime to lose... 









theme tune and a fewspot 


Value formoney 91% 
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Producer: Mi - into demo mode and two com- | ER 
Retail cit pbpataã ft batants slug it out on screen, 
an p esc ilustrating the sixteen different 
Author: David T Clark moves available to a computer- 
| ised Sai fighter. Pressing the Tor 
: é key allows you to choose the 
ver fancied your chances | one or two player mode and 
when t comes to fighting a | combat can begin. Using joy- 






Taking a Fallaftara poke ín the ribs with a poin Eystick. Must 


261 one of these pointy sticks to prod Cameron, our 
photogranher into setion! 






































extra hazard is introduced in the 















man with & pointy stick? | stick or ke board the fighteris) | form of Ninja stars which whizz | Karate and at the price, Ft's not a 
Well now you can find out how are controla in the usual beat | around the screen from time to | bad buy, but | think Fist still 
goad you are, courtesy of Mir- | em up way involving the use of | time. A clout from-a nínia star | rules supreme. * 





rorsoft, who have just released all eight directions and the fire 
the computerised version of yet | button to execute moves from 
another venerable martial art — the Saí Combat repertoire. lf the 
 SaiKarate— which aliówsyouto | two fighters cross each other on 
| take up a stick and fight. the screen, each moving into 
The art of Sai Karate evolved their opponent's half, the con- 
in Japan hundreds of Years ago | trols change and the mirror 
as a variant of Karate in which image of the kevboard layout or 
combatants use a stick, or sai to | joystick directions are used to 
make attacking. and defending | make the moves until such time 
| Moves as well as the more usual | &5 the two guys get back into 
kicks and punches. The pointy | their rightful halves of the 
Stick involved in Sai Karate | screen. 
needn't be used for fighting — During bouts the state of play 
there's a form of aymnastic | is monitored on the status area 
exercise called Sai Kata practic- | at the bottom of the screen 
ed by Japanese keep fit fanátics which keeps a track of the scores 
| 85 a solo artform, but Mirrorsoft | achigved by each fighter — 100, 
have stuck with tha straightfor- | 200 or 300 points are awarded 
ward beat em up application of | for each blow landed, depend- 
the rod of wood, and exercise ing on the complexity of the 
freaks will have to look manoeuvre involved, and 600 | 
elsewhere! points are won for a knockdown. 


won't actually result in a knock- 
down fall being awarded against 
your man, but the old Chi level 
takes a battering . .. They're 
definitely to be avoided, 

The one player game starts at 
the novice level and you can 
survive six falls. When the lives 
run out, the game returns to the 
demo screen and is it possibleto 
restart at the level you just 
expired on — but you on hy have 
three lives when fighting re- 
commences. Two players can 
chose the level at which they 
want to do battle from the start | 
screen, and slug it out against 
their favourite background. Us- 
ing Interface 2 in the two player 
mode, both players can use a 
joystick, otherwise at least one 
player will have to master the 
use of keys as well as pointy 
sticks... 












8 | must admit I'm getting a 








have graduaily got a litle bit 
more and more cheesed of with 

























Combat isn't too bad. The 
instuetions give à sufficient run 
down on what has to be done 
and how to do it, and the game is 
quite tough too. After à while 
though, even with the wide 
variety of moves available, it 
geis tedious, and getting onto 
the next level doesn't seem that 
important. t's just the same sort 
of sort of stuff as the rest Not 
bad, really, but could have been 
| ag00d deal better, ” 

































O “Since the release of Way of 
the Exploding Fist, beat em ups 
have really been big business, 
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Naraciers is marvellous — the 
way the men jump about the 
screen is excellentiy executed. 
There are few attribute prob- 
lems because the main playing 
area is in two colours which is a 
bit of a relief. The game itself is 
fun to play and the increasing 
difficulty of your opponents 






8 “Yet another bash and blow 
game — Sai Combat is quite a 
neat effort with a massive range 
of moves that are all very well 
| animated, Animation is j 
É | similar to that used in Intern- 
É | ational Karate but with what 


ai ando to be more frames of | 
animation per move. | got used 
to using the many moves quite 
quickly, but after a few games 
realised that | could get through 
most of the stages easily Y 
using only one or two moves. 
also found that the computer 
"Opponent could be got into cer- 
tain sequençes in which you 
could ey knock his block off 
BOP! The computsr's sai fi Nter lands one on your anhkilo ir by using 8 same move over 
Mirrorsoft's ag Proa t em un game dial and Over. One bad thing Is that if 
sa You get into very close contact 
with the computer opponent it 
is impossible e either of you to 
get hit. Sai Combat is an imp- 















in ds option is a nice touch. 
afinitely better then Exploding 
Fist. WE you like combat games 
then take a look at this onel ” 














Control keys: 16 per player! 
Joystick: Romi Interface 2, 
Cursor 


dies rd play: lots of keys to 
ress 


of colour: attractive 
e se neat animation, no 
Clashes 











The combat game allows you | Each competitor's Chi, or energy 
to work your way up to the level, is displayed ona dragon's | 
coveted status of Sai Master — | head in the status area which 
Playing Sade a human ape starts off white at the be nana 
ent or the computer. Before | ofa boutarid gradualhy fills with 
ing a Black Belt, or First | colour as hits are taken. When a 
Dan fighter, eight oppenents fighter's Chi level runs out, his 
have to be defeated in one on dragon head is completely col- 
| one combat. A further eight Dan | oured in and the next biff he 
levels separate a First Dan Black receives floors him. 
Belt from abr of the sport— In the one player mode the |, “A 
sixteen levels to fight through in fighter controlled by the com- | ú pe 
all before achieving the exalted | puter has to be knocked down [0 HA 
status of Sai Master. Each level | three times before you prove | “o | 
in the game has its own suitably your fighting ability and can | 
oriental backdrop against which rOC to the next grade to do | - + 
the action takes place. tie with a more experienced | E Me 
"Once the game has loaded, | wieider of the pointy stick. Once | 2 
the program automatically goes | you're fighting at Dan level, an 
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Sound: biffin noises only 
Skill levets: Pedi in all 
Screens: 16 


General rating : À neat variant 
on the beat em up theme 




















| Fovement over International | 


little bored of fi Ating games | 
now, | really enjoyed Fist but 


Deal em ups. That said Sai | 


tr = o — 


! | Now Mirrorsoft have released 

their fightine ua io graph- 

"FIG les are not the best | have ever 
CR ITICISM = but the animation ofallthe | 
makes it quite addictive. The two | 
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AMSTRAD 464/664/6128, ATARI 64Kk, BBC 32Kk, CBM 64, MSX 64K, SPECTRUM 48/128K 


Red o 
Mon» 


Voted 
“BEST ADVENTURE OF THE YEAR" 


Commodore Computing International 
Amstrad Computer User 
Computer and Video Games 


Voted 
“BEST GRAPHICAL ADVENTURE 1985” 
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£6.95 1| 


 Cassette 


Rise from Sorcerer's Apprentice 
to Supreme Wizard 


Many Powerful Spells 


Independent Creatures 


200 + locations, all illustrated 
(not BBC) 


Sophisticated word-recognition and 
fast response. 


£9.95 


Cassette 


Send a large S.A.E. for FREE POSTER and mail order details to: 
Level 9 Computing, P O Box 39, Weston Super Mare, Avon, BS24 9UR 





